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Wow... new upgrade? 


BameAttack is so cool... 
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— Interview by gl Hybrid Rain to gi BirdmanTWIG 

— Previews by gi The Stickman and gi ThelncredibleJeff 

~ Starcraft Il Review by gi Rogan Sarine 

~ Metroid Other M Review by gi Kenshiro3 

= Okami Video Game Review by gi Whitly 

~ Scott Pilgrim vs the world Movie Review by 
g1 StarFoxHero98 

Scott Pilgrim vs the world Game Review by 
gi The IncredibleJeff 

= Golden axe vs Streets of Rage - g1 Jikashi 

= So... how hard SHOULD games be? - gi Startanew 

—A Hardcore vs Causal Gamers - gt Mihoshi20 

= How to Win at Red Dead Redemption by gi Slingshot24 
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by gi diamonddigger870 

— The Melancholy of Harui Suzumiya by g! Omegamario 

— Rants On: Problems with Anime by gi Darkseid 
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— Puzzles by gi Hybrid Rain 

= SGC 2010 Photo Gallery, i would like to thank: 
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* The ScrewAttack Bolt! 


Every month there will be a Screwattack 


Bolt hidden in the front page, will you 
find them every month??? 


EDITORIAL 


THE SCREWATTAGK MAGAZINE 


Welcome to the first edition of 
the Unofficial ScrewAttack 
Magazine, it's heen along 
month, projects, video editing, 
magazine design and of course 
countless hours playing 

Star Craft 2, no wonder why 
people didn't work during that 


BIN 





The gl community is awesome, no doubt about it. Is 
based of brilliant and talented people who not only 
blog or produce videos, but alse draw awesome art 
work, compose music, record podcasts and more! 
The intention with this magazine is to shew the best 
of the best here on ScrewAttack, most of the work 
will be be blog related but content like videos could 
actually get into the magazine, either reviews of it or 
just te show the content of the ul community. 


During the production of the magazine you will defini- 
tely see changes, everything for achiving a 5 star 2 
thumbs up content for you every month, this is not 
the first time i've done a magazine, if you remember i 
used to do a weekly magazine called The Weekend 
Wrap -Up, it was a huge success and the community 
really enjoyed the content but unfortunately trying to 
keep up a weekly magazine was almost impossible 
since i got projects from university and i like to keen 
everything “legal” i always asked permission to use 
some art work from artist in Deviantart.com which 
sometimes took time and ruin some great posts. 


This time is different, a monthly magazine with the 
best work from the gf's, i really hope this gets to the 
ScrewAttack main page Rotator, i mean, ene month 
worth of work most get into the front page, maybe 
email too? who knows only time will tell. 


Well this was a small introduction of the magazine, i 
hope you enjoy it don't forget to share this with ever- 
yone via Twitter, Digg or Facebook, check the descrip- 
tion on the blog pest for any other infe you would like 
to see and of course you can send any questions, 
sugestiens er contact here on ScrewAttack.com or 
through the Facebook group and Twitter. 


Gerardo Mejia - 91 Hybrid Rain 
Producer 
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THE INTERROGATION 


Kike “ine iranian” Di 


We get to know more about the man who posses the 
only ScrewAttack Official Tattoo. His past, present and 
future projects discussed! 





What's your real name and 
where are you from? 


My real name is Michael Albert 
John Dodd and I'm originally from 
Owen Sound, Ontario, Canada. 
However most people just call me 
Dodd or Birdman depending on 
where we are most of time, a rare 
few call me Mike. 


I maybe from a place called Owen 
Sound but it’s hardly a place I call 
home since I've moved around so 
much since finishing high school 10 
years ago and then eventually 
doing the college thing. I've felt 
most at home at places like 
Welland,Ontario or London, 
Ontario to name a few, some 
great times and adventures from 
those cities, 


What's your gaming 
preference? 


My gaming preference, that’s such 
a hard question to answer without 
going off on a tangent so let me try 
and answer you as best | can and 
then go off on a tangent. 


My favorite genre of gaming is 
music games like Guitar Hero, 
Rock Band and Singstar. It’s just 
the one genre that | found a real 
place in my heart for that wasn't 
totally based skill but also an 
appreciation for the music as well. 
I really found a way of expression 
thru those games that | haven't 
found too often outside of those 
types of games. 


However when it comes to what | 
like in a game... I really love a story 
that continually moves forward 
with a real emphasis on character 
development. 


My favorite game that really 
comes to identify these qualities is 
Metal Gear Solid 2: Sons of liberty. 


MGS2 was one of the titles that 
hooked me with its narration and 
character development, not since 
Aerith's death in FF7 did I feel so- 
mething quite like | felt with MGS 
and the death of Emma Emmerich 
and the one great quote from 
Solid Snake: 


“Life isn't just about passing on 
your genes. We can leave 
behind much more than 
just DNA. Through 
speech, music, literature 
and movies... what 
we've seen, heard, 
felt...anger, joy and 
sorrow... these are the 
things | will pass on. 
That's what | live for. 





We need to pass the torch, and let 
our children read our messy and 
sad history by its light. We have all 
the magic of the digital age to do 
that with. 


The human race will probably 
come to an end sometime, and 
new species may rule over this 
planet. 


Earth may not be forever, but we 
still have the responsibility to leave 
what traces of life we can. Building 
the future and keeping the past 
alive are one and the same thing" 


Oh and | like racing games too. 





| Mihe "The Birman" Dodd 
also know as gi BirdmanTWIG 
on ScrewAttack.com 


Mike “The Birdman” Dodd 
— (in order)Birdman with different 
video game websites celebrities, 


SEE ERAMA DATIN - ATEM 2000 


Stuttering Craig next to him approving 
his SA Tattoo, The Angry Video Game 


Nerd and Jose el Mexicano. 


» Eating challenge between lose el 


Mexicano and Birdman at IMOG 2008, 


the eating items, Donuts. 


Why did you became well 
known on the ScrewAttack 
community and earned the 
2007 91 of the year award? 


It was one of those moments in my 
life that | look back on very fondly 
on and that was getting the 
ScrewAttack tattoo. 


| had a moment where | was sitting 
down in my college dorm room 
and thinking about the career 
path that | wanted to follow and 
did | want to be just another radio 
jock or did | want to do something 
more than that. 


| looked at myself and thought 
what really represents what I love 
the most and that's video games, 
communications and the commu- 
nity of gamers that exists beyond 
Xbox live or the BBS of old. | 
looked to people at ScrewAttack 
and the conversations I've had with 
Craig and Tom and what dream 
we shared as gamers. 


The day | got the ScrewAttack 
tattoo is one that literally defined 
my professional life and my perso- 
nal outlook on life forever...l 
wanted to get involved and | 
wanted to be part of something 
more than the sum of my parts or 
what I was expected to be. 


The time the tattooist started wor- 
king on me and I felt that needle 
stab into my flesh over the course 
of 3 hours was a lot of time to 
think about what I was doing and 


why | was doing it.... the whole 
time | never regretted it in the 
least and still don't to this very day. 





& The ScrewAttack Tattoo that Mike 
“Birdman” Dodd has in his Right arm, 
a simbolism of awesomeness. 


I sometimes gets some comments 
on YouTube on the Screw-a-tat 
video that are negative and ask if | 
was stupid or hope | like when I'm 
old, etc and | always respond either 
with a quick but funny retort or a 
serious answer and in fact just re- 
cently had this exchange about the 
matter. 


Have you regret the tattoo since 
Craig betrayed Tom? 


This was my response: 


Not one bit, simply because the 
tattoo is more than just the rela- 
tionship between two people, it’s 
the relationship with the communi- 
ties of both sites but gaming as a 
whole. 


Still proud of it today as | was 2 
years ago. 





The ScrewAttack tattoo will always 
represent the drive to go out and 
do something great and do some- 
thing you love no matter what 
anyone says or does to stand in 
your way. 


| was so honored to be named g1 of 
the year 2007 and it still means a 
lot to me for that experience and 
without people like Craig, Tom, 
Corey, Destin and Jose, | would not 
have followed my dream to 
become involved in the video 
game industry. 


What do you think about 
video games today? 


| think the games of today have 
come a long way forward and 
backward and here's what | mean, 


Games today have never been 
more immersive and well told and 
the production values off the chart 
with games like Grand Theft Auto 
4, Starcraft 2 and Uncharted 2. 


All of these games have fantastic 
characters, storylines you care 
about and a real sense of accom- 
plishment when playing them over 
and over again. 


This is a time in video games where 
| really invested in what | do and 
it's more rewarding then it has 
been in a long time with a few rare 
exceptions. 


However that being said, | find 
that sometimes the game genre 
takes a step backward with not 
necessary bad games but games 
that maybe are either too easy 
due to stuff like regenerating 
health or small amount of ammo 
or too difficult due to not enough 
health or an unbalanced game. 


There are some truly horrendous 
games that | seriously wonder how 
they get past OA but its money | 
suppose. 


Some of the truly horrible games 
that | have played in my mind 
that stick out are: 


Konami's Rock Revolution, Ubisofts 
Just Dance and 505 games 
Naughty Bear and the infamous 
Vampire Rain. 


I would take a full punch in the 
face from Brock Lesnar then play 
any of those for any amount of 
time. 


Overall the games of today are 
pretty awesome and | think there 
is a lot of room for improvement 
and | think it'll be great to be a 
part of that ride. 





What you think about the car- 
toons of today vi. the old 
school cartoon: of the 80's and 
vo’, 


The cartoons on today are usually 
are horrible and I'm not sure why 
either, It just seems that cartoons 
today seem really devoid of an- 
ything that makes them truly me- 
morable. However this isn't always 
true depending on weather its net- 
work, specialty channel or OVA 
stuff. | mean toons like Avatar: The 
Last Airbender are amazing and 
the new TMNT show as well and 
then you get stuff like Sonic X 
which i was not a fan of at all. It 
just seems like a lot of the heart 
that went into Saturday morning is 
gone and replaced by something 
not entirely human and meant for 
kids. 


The cartoons of old and my child- 
hood may not necessary be the 
epitome of storytelling, | mean 
have you seen the average episode 
of Transformers or the Real 
Ghostbusters. There was a lot of 
heart and fun in what essentially 
were 30 minute toy commercials. | 
think it was the teams that were 
working on it as first jobs or a 


chance to do something risky really 
took off with it and created some- 
thing almost timeless in a sense, 


The best series I've ever seen out of 
the 90's was likely the Fox’s Xmen 
and Spiderman series followed by 
Beast Wars and Reboot. The 90's 
were like a second way of toy se- 
lling but with a true heart within it 
as evidenced by the previously 
mentioned shows. The later half of 
the 90's seemed to degrade back 
into fad shows like Digimon and 
Pokemon which were okay in the 
beginning and then just sled down 
and down till there was nothing 
left. 


leven miss old shows like Saved by 
the Bell, California Dreams, City 
Guys and Cyber Samurai Squad 
but fuck Big Bad Beetle Borgs... 
seriously WTF? 





What's the most important 
goal in your life right now? 


The biggest and most important 
goal in my life right now is to 
prepare for my wedding next year 
and then to make a serious go at 
this whole gaming industry thing 
too. Its two goals on two different 
fronts but both are massively 
important to me. 


This is the first time in my life that 
being with someone has actually 
made a true contribution to my 
life and career and my outlook on 
how | approach humanity. We de- 
cided on a date of July 23 2011 and 
that’s important because it’s the 
day before my fiancé Blaire's 
birthday...also mahes it hard to 
forget anniversaries and the like. 


We're working out to be in the best 
shape possible for our wedding and 
of course, doing our best to make it 
as nerdy as possible. We're having 
an open invitation to anyone who 
can make it to the dance after the 
wedding who is a gamer and is 
willing to make the trek. It'll be 
nerdy and yet unique to Blaire and 
|. | plan on inviting Craig and some 
other SA crew if they want to 
make the trek to Canada land. 


The second goal that is of impor- 
tance to me is getting my career to 
the next level. I've been doing the 
radio and podcasting thing for 4 
years now and it’s a lot of expe- 
rience and | want it go into 
something | feel very passionately 
about, One of things I've said 
about games journalism is the pay 
sucks but the perks and the expe- 
rience are well worth it. | want 
nothing more than to spread the 
love and passion of gaming to the 
masses in both Canada and the US. 
I'm hoping that my second career 
in voice acting will lead to some 
very cool things but we'll wait and 
see and hopefully I'll coming to a 
computer screen near you soon. 





A Mike “The Birdman” Dood with his fiancé Blaire Henry both holding a blue and 
green lightsaber in the dark, pretty epic shot by the way. 


and connecting on a different leuel 
liRe that also brings out some really 
cool stories and memories to the 
forefront. 


The overall goal though is happy, 
healthy and productive in no 
matter what | do. | know I'll have a 
loyal and faithful wife by my side 
and I'll always have a microphone 
in front of me and I'll do whatever 
it takes to make it in this industry 
and it's largely in part to the staff 
at SA inspiring me to never give up 
on what you love. 


The people I've had the best time 
doing commentaries are easily 
Pierce and Dave just because we 
all come from such different back- 
grounds and different experiences. 


how's it like making 
commentaries to your 
favorite movies? 

















It’s a tremendously fun and rewar- 
ding experience to be able to give 
insight and our memories of these 
movies. | think my favorite com- 
mentaries were Toy Story 2 and 
Robocop and lastly the Empire 
Strikes back. 


It’s something special to be able to 
connect so well to the source 
material and be able to share 
piece of yourself with your 
audiences. With Robocop 
it's such a movie that 
really spoke to me as a 
child because it such a classic 
examples of 80's filmmaking with a 
sharp wit and great satire. Being 
with your friends and co workers 
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In the gaming industry who do 


you admire or respect and 
why? 


Wow, that's a hard one to answer 
so I'll do my best. 


As a professional journalist, it's very 
honestly Destin and here's why. 
You see the rise up to where he is 
today and that’s something | tre- 
mendously admire. | really respect 
that rise to power if you will and 
it's something very much to aspire 
to. I'm glad that | get a chance to 
contribute to Hard News when | 
get the chance and its cool to be 
associated with what | feel is one of 
the funniest and best daily news 
shows online right now. 


Another person I really respect is 
my friend Xav De Maos from Shac- 
knews but formerly of Joystiq and 
thebbps.com as well. The reason is 
because | see where talent and 
hard work and dedication will 
take you in this industry and its 
very inspiring as well. 


It's cool to be able to see a career 
develop overtime since the first 
met him at Microsoft's X'O7 when I 
first started doing TWIG stuff. | 
really see a lot of passion and drive 
to do great things and to report 
the news as he sees fit. 


The game journalism thing is very 
hard thing to make an impact in 
and people like Angry Joe is ano- 
ther great person to see develop 
into a better producer and com- 
mentator on the industry. | really 
like watching the progressive evo- 
lution of his video and style. 


Any plan; on getting to $GC 
2011? 


I'm hoping so as it's been too long 
since I've really connected with the 
G1 community. However SGC ha- 
ppens a few weeks before my 
wedding so it'll be hard but hey I'd 
love to put together a collection 


DUCKTALES GAME 


It better be good for the sake of the cute innocent bunny 





A Destin Legaire also known as Daily Destin is the host of the successful news show 


called Hard News on ScrewAttack.com. 


and maybe this could be conside- 
red a wedding gift or something. 
However I'll do my best to attend 
because | want to once again face 
down Jose in something of a cha- 
llenge 


I'm going to do my best to go to 
SGC 2011 and one way or another, | 
will be there to raise hell with 
people like Clark and Zeldy and 
SgtHarvey and perhaps even Keith 
Apicary. | would love nothing more 
than do something ludicrously 
stupid and fun that will live on in 
infamy. 


On your convention trips 
which one has been the best 
and why? 


The best convention experience I've 
ever had was likely PAX East 2010 
with my friend Justin. | went to 
PAX East literally on a decision 
made at 2 am one night a few 
days before. 

Going to PAX East leaving Ontario 
ot 3 am and driving all thru the 
night and then being welcomed 
into a community that had never 
met each other except over web 


forums and Xbox live, etc. 


I was able to walk right up to Wil 
Wheaton, the PAX keynote 
speaker and he immediately knew 
who I was from a previous inter- 
views and it was so welcoming to 
know that the big guys never 
forgot who you are. The other best 
experience | had was simply wai- 
ting in line for Video game orches- 
tra and Johnthan Coulton,etc and 
a couple of random girls bought 
me dinner and just chatted with 
me for the majority of the night. I 
really owe them for their kindness 
that day and I'll never forget the 
spirit of PAX embodied in that 
moment, 


Have you ever been recognize 
on public and if so what can 
you tell us about that? Do you 
enjoy it? 


I've been recognized a few times at 
events and even oddly enough at 
the most random places such as a 
bus stop in Chicago at 5 am and a 
random wrong number text mes- 
sage. 


| remember the guy from Chicago 
being so excited to meet me and 
buy me a coffee and it was a great 
bit of conversation especially since 
it was 12 hour ride to get there. He 
was asking me all these questions 
about gaming, etc and it felt really 
cool to be recognized then. 


The best was when i recognized at 
my post graduate school when one 
of the girls in my class walked up 
to me and asked "Are you the 
Mike Dodd from that guy with the 
glasses?"and then I really felt like I 
made it when it happened a few 
more times at the school and 
around the Hamilton area at a 
local Game centre. It was great 
when this shy Rid walked up to me 
and asked when he heard my 
voice...."Are you Captain Aweso- 
me?" 


| absolutely love it and especially 
when | get a chance to interact 
with them and have a real conver- 
sation. The Toronto Fan Expo last 
year was awesome because of the 
people who recognized me and the 
fun we were able to have sitting 
down at a table and just talking 
like real people. 


Any upcoming or future 
projects you would like to 
discuss? 


I'm really hoping people are chec- 
king out my side project which is 
Reviewaday.ca where | pick a 
game from my collection and do 
my best to power thru it in one 
day and give my impression of it. 


TWIG continues to grow strong and 
I'm really glad I have the current 
guys with me as they are great, 
dependable and dedicated to the 
geek community. 


I'm still continuing to work hard on 
the Prototype over at the 
Gameheroes.com where we discuss 
topics in gaming and the culture 
and it’s a great experience to be 
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able to connect with more people in the community as we move forward. 


Any last words to the 
gi community? 


The best piece of advice that | can give to the g1 community is this.....we are 
a community based upon a love of digital art and no matter where we 
come from, no matter what differences separate us as people, we are united 
by the controllers in our hands, the pixels in our eyes and the passion in our 
hearts for the love of the game, Remember that the next time you're on 
Xbox live or some forum board...yeah we trash talk and make asses out of 
ourselves but in the end, we are the same we are united and most impor- 
tantly we are gamers. 


As I'm often fond of saying whenever I sign off....l'ue been Mike "The Bird- 
man" Dodd saying Live free or die hard! ! 








Haro FReeAcH 
Release Date: September 14th 2010 
Platform: Xbox 360 

Hype Level: 9/10 
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Well, this is my third time previewing Halo 


‘Reach, and each time | have grown increasin- 


gly more and more excited about the final 
Bungie Developed Installment in the Halo 
franchise. 


Having now seen much of what the multi- 
player is going to offer, as well as a brief tease 
of the Single Player campaign, which is still 
being kept closely under wraps, | can now say 
without a doubt, that Halo Reach is definitely 
going to give you a lot of bang for your buck. 


Bungie have gone out of their way to make 
the Multi-player experience as customizable 
and awesome as humanly possible. For the first 
time, you can fully customize your own Spar- 
tan (or Elite!) with tonsof Helmets, Armor, 
Colors and even voices to choose from! If that 
isn't fucking awesome, | don't know what is. 


Speaking of fucking awesome, the new and 
improved "Forge World" is looking set to suck 
even more of our free time away, with almost 
every negative of Halo 3's forge mode being 
fixed, and then everything good about the ori- 
ginal being cranked up to 11. 

Throw in some fantastic and consistently 
awesome graphics, and you have one epic 
package that looks set to blow our minds 
come September 14th. Hopefully the highly 
anticipated Campaign mode can live up to the 
fantastic Multiplayer Beta that over 2 million 
people played, and loved in May. 


Thumbs Up or Down?: Double Thumbs Bitches! 
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Kınscom HeArts Birtu spr SLEEP 
Release Date : September 10th 2010 
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Platform : PSP 
Hype Level : 2/10 


I've never played a Kingdom Hearts 
game, nor do | own a PSP, so as you 
would expect I haven't been following 
this latest installment in the 
Disney/Square Enix Mash-up that 
everybody seems to love particularly 
closely. From what | can tell (From 
Wikipedia), it seems to be following 
the same gameplay style of the original 
2 games, except on the PSP. 


Yep. You play as a bunch of generic 
Anime characters who fight with 
swords that look like Keys. 


At some stage they also come across 
some Disney characters and HILARITY 
ENSUES. At least, | assume so, seeing as 
they're Disney characters. Also featuring 
in this game are several Final Fantasy 
characters, I'm not sure how you will tell 
them apart from the main characters, 
seeing as all Square Enix characters look 
exactly the same regardless of age, 
gender or species. 


Anyways, the games had good reviews in 
Japan, so | guess if you're into butt num- 
bing turn based combat and cheesy 
Anime situations starring Goofy and 
Donald Duck, then you are going to love 
q this game. If like me, you find the 
er i ; 
7 b whole concept weird and stupid, 
8 LY then you might want to stick to 
» something a bit more western ge- 
neric... something like... Spider-man 
Shattered Dimensions for example... 





Thumbs Up or Down?: Two, big goofy 
White Gloved thumbs DOWN! But thats 
just me, 


SPIBERMAN!: SHATTERED L-iMeENSIONS 
Release Date : September 7th 2010 E 4! | M 

Platform : Xbox 360, PS 3, PC, Wii, DS. 

Hype Level : 7/10 


Yeah, that's more like it. He may not be as cool as 
Batman, but Spider-Man is still pretty badass. But unlike 
Batman, his recent Video Game Titles have been...how 
shall I put this? Shit. With previous Next Gen title, Web of 
Shadows being a messy, poor ass excuse for a game If | 
ever saw one. Shattered Dimensions looks set to change 
all this though, with a new angle on the long running 
comic book franchise. Gone are the days of free roaming 
the streets of New York that whilst initially bringing in the 
crowds in Spiderman 2: The Game grew tiresome by Web 
of Shadows. The new focus is on the dozens upon 
thousands of Alternate Dimensions that have been 
spawned and spun off (Pun intended) from the original, 
Amazing Spider-Man universe. Whilst you still have the 

original, classic Spidey in this game, you are also introdu- 
ced to two entirely new worlds, Noir, and 2099. Noir 
being set in the past, and 2099 being set in the future, 
and both feature alternate versions of Spider-Man/Peter 
Parker, with different voice actors from Spider-Mans te- 
levised history being roped in for Fan-Service. With the 
two highlights being Christopher Daniel Barnes (From the 
awesome 90's Spider-man Cartoon) voicing Noir Spidey, 
and Josh Keaton (From the equally awesome 2008 series, 
Spectacular Spider-Man) will be voicing the spidery of 
the final Dimension, Ultimate Spider-Man, which just 
looks like a lazy color changed version of the Amazing 
Spider-Man world. 


Unfortunately, Stan Lee has managed to worm his way 
into the game as Narrator, proving once and for all that 
Stan Lee can't not appear in anything involving his cha- 
racters, or the Marvel universe at all. Regardless, | have 
yet to make my mind up as to whether this games is 
going to be, as some people are hoping the "Arkham 
Asylum” of 2010, | guess we'll just have to wait and see 
how it reviews. 


Thumbs Up or Down?: One up, one down, one up, one 
down, one up, one up, one down, one up. 
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PLAYSTATION Move 
Release Date : September 15th 2010 

Platform : Playstation 3 

Hype Level : -10/10 


AAHAHAHHAHAHAHHAHHAAHAHA- 
HAHAHAHHHH!!! HOOHOHOHOHO- 
HOOHOH!! EHEHEHEHEHEAHAHA- 
HAAHAHAHAHAHAHAHAHAHHH!! 
AHAHHH..AHAHH....AHHHAHAHAHA 
HAHAHAAH!! .. DOHOHOHOHOHO- 
HOHOHOHOHAHAHAHAHAHAHAH- 
AHHAHAAEEHEHEHEEHEH 
EEHEHEHEHEHEEH...Aheh...Aheh...it 
looks like a bit like a Dildo... 


Seriously though, what Sony have done is 
about as lazy as "Innovation" gets. 
They've taken an idea that Nintendo 
did, copied it, changed the colors a 

little, then juiced it up. That’s not innova- 
tion Sony. 


You may have the most accurate 
Motion controllers on the Market, but 
that means fuck all when you just took 
the idea from a more popular console 
that released 4 years ago, and improved 
it. | hope both Playstation Move, and 
Kinect fail miserably. But | want Move to 
fail more, just because Sony have put 
absolutely no effort into their product, 
and haven't even been subtle 

in there robbing of ideas. 


Thumbs Up or Down?: My lowest rating 
yet, 5 Thumbs Down. 
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beac Risinc 2 
Release Date : October Ist, 2010 
Platform : Xbox 360, Playstation 3, PC. 
Hype Level : 8/10 


Capcom sure loves its Zombies. What with Resident Evil 
being its biggest franchise, they now seem to be turning 
2006 smash hit Dead Rising into a new franchise, having 
already received a downgraded Wii edition of the origi- 
nal, the time has finally come for a official second install- 
ment. But what's this? No Frank West? But...he's covered 
wars y'know! New hero, leather clad (He's already on my 
good side) biker, Chuck Greene takes Franks place in the 
sequel, as he finds himself trapped in a Zombie Infested 
gamblers paradise, Fortune City (Basically Las Vegas wi- 
thout CSI). Its a race against the clock as Chuck tries to 
prevent his daughter from turning into a undead kiddy 
wink, and the odds seem against him. But don't worry 
folks, the games new gimmick will save the day! The 
main draw of Dead Rising 2 is its ability to tape together 
any two objects to create a better weapon. 


With such awesomeness as Electric Rakes, Chainsaw 
Ores...and Chainsaw Motorbikes (Oh baby) being availa- 
ble to create. This game looks great, the graphics are 
solid, the zombies are plentiful, the weapons are 

unlike anything l'ue seen before in a game, it keeps all 
the clothing customization that made the original so 
much fun to piss about in, and adds both Co-Op Cam- 
paign play, as well as a standalone multiplayer compo- 
nent! This is definitely one to chech out for anyone who 
simply loves to decapitate those Zombie bastards in as 
many insane ways as possible. Give this one a look in 
early October. Oh yes, and its gory as hell! 


Thumb: Up or Down?: Being a massive Zombie fan, it's a 
definite up. 
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Fınaı Fantasy MIW 
Release Date : September 30th, 2010 
Platform : PC, Playstation 3 (in 2011) 
Hype Level : 2/10 





| seriously cannot believe they've 

done this. First, the announce Final Fan- 
tasy 14, last year, BEFORE Final Fantasy 
13 is even out, and then they go and re- 
lease the fucking game in the same year! 
I mean, Final Fantasy is probably the 
most milked Video Game franchise of all 
time, but seriously? That’s ridiculous. 
What makes this different from the pre- 
vious game, is that this is an MMORPG 
(Massively Multi-player Online Role Pla- 
ying Game). 


How exciting. What is surprising is that 
the PC edition gets all the glory, before 
the P$3 strolls back in and pops a cap in 
the PC's ass in March of next year. 


But then, | guess it would come to no 
surprise that a MMORPG would be a 
big PC title, seeing as that's the only 
thing not on Steam that sells well. 
Vep...not much else | can say really, it 
looks like a solid game if you are into 
that kind of thing, which | am not. Oh 
yeah, please, please, please stop fucking 
using the roman numerals! 


EURCH. | can do them up to a certain 
number, but when you start getting 

to 13's and 14's, | have no fucking clue 
what they mean. You could call 

it Final Fantasy X7HChiassahsaAS, and it 
would make just as much sense 

to me. Boy, | hope | don't get flamed for 
this... 


Thumbs Up or Down?: EHHHHHH 






- Video Game - 
- REVIEW - 
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Pros: 

Intriguing storyline, diverse and ever-refreshing campaign, beautiful CGI cutscenes and in-game engine, widely 
varying factions, multiple options to ease players into online, strong and scalable engine offers diverse computer 
compatibility, great musical score that is different for each race 


Cons; 
Broken matchmahing system, inaudible in-game voice chat functionality, custom game hindrances 


When a sequel is born, it is usually > ¥ p = * 
either directed in a completely unique [ sa ar o. 
direction, or enhances the structure L * Whe bi 
previously created. However, it is : ww" ` 
wrong to suggest StarCraft Il: Wings of 

Liberty only does on or the other. Bliz- V - "T — — 
zard attempted to balance the fami- == ig . E | 
liar and the untested resulting in an T. è | 
uneuen online experience. Sn L a! as AJ 


- 


1 
EL 
— 
* 
s 
f 
[2 
M 


—- 
— 


ru 
LI 

= 
sja 


Story and Visuals — 2 


StarCraft Il has dared to tread some 
new, but relatively safe waters, One of 
the most notable StarCraft Il: Wings of 
Liberty components is the well- 
crafted, role-playing game influenced 
campaign. The new campaign boasts 
a fleshed out story arch, insight into 
StarCraft's universe, and a refreshing 
twist on the classic real-time strategy 
campaign formula. The campaign's 
story is told through the eyes of Jim 
Raynor, a freedom fighter trying to 
relieve himself of the guilt he feels 
from Sarah Kerrigan's fate, overthrow 
the backstabbing Emperor Mengsk 
from his throne, and protect the lives 
of civilians from the relentless Zerg. 


Even if you have never played the 
original StarCraft, new players will not 
feel alienated by the story. The pre- 
vious story arch is recapped as the 
game is installed, and the campaign 
itself fills the emotional disconnect the 
player would otherwise feel. The 
story's writing may not be flawless, 
often littered with many corny pieces 
of dialogue, but it dramatically con- 
vey; the story to the player; you 
become immersed in the character 
interactions and overarching story. \ 
Additionally, any cornerstone story 

events are beautifully rendered in 

Blizzard's classic high-production 

value COI cutscenes. 





Gameplay 


At the game's core, StarCraft Il: 
Wings of Liberty is the exact same 
game the world fell in love with 
twelve years ago with only the 
drastic visual overhaul that players 
have come to expect from Blizzard 
products and some unit additions 
and changes. The game has not 
adopted any of the new real-time 
strategy staples and relies heavily 
on the ancient gameplay mecha- 
nics: base building and resource 
harvesting. 


Unlike newer real-time strategy 
games, the build order and building 
position can greatly influence the 
tide of battle because unlike 
StarCraft's competition, there is no 
terrain bonuses in StarCraft that, 
for example, enhance defense 
(unless you consider creep and high 
ground). 


Additionally, StarCraft 2, outside of 
the fully customizable custom 
games that boast the ability to 
make classic side-scrolling beat'em 
ups and other game styles, has tra- 
ditional controls. While the game 
can be played entirely by clicking a 
mouse, memorizing the games ho- 
tkeys and learning to navigate the 
map quickly with your mouse will 
greatly enhance your skill online. 


Each campaign mission involves a 
unique scenario or winning condi- 
tion, and these stipulations never 
repeat. One mission may involve 
escorting civilian transport vehicles 
to the escape ship, and the next 
may involve crossing a planet’s sur- 
face thot is slowly being engulfed 
by flame caused by a star about to 
supernova. Furthermore, other mis- 
sions may require the player to 
choose which path to take, greatly 
changing the mission. StarCraft Il 
also constantly rewards players with 
new campaign-only units after 
every mission; these units are often 
remodeled units seen from the 
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original StarCraft, but they are un- 
playable in online skirmishes. Despi- 
te only containing the human 
Terran campaign, with the ability 
to briefly play the protoss race, the 
seueral different mission types heep 
StarCraft Il: Wings of Liberty feeling 
fresh even as you finish the 
twenty-ninth mission. 


In between missions, Blizzard added 
a new element to their real-time 
strategy genre by allowing the 
player to maneuver around Jim 
Raynor's battlecruiser to converse 
with other non-player controlled 
characters and watch short televi- 
sion neus broadcasts. 


During these conversations and 
news reports, the player's insight 
into Jim Raynor's personal bach 
story deepens mahing the StarCraft 
universe feel more realized. Also 
during these after-mission transi- 
tions, you are able to hire mercena- 
ries to use in combat, research irre- 
versible unique campaign-only up- 
grades that heavily influence your 
game, and enhance individual units 
and buildings. This minor flexibility 
enables players to tailor the game 
to their own play style and offers 
some variance each play through. 





After completing the campaign, 
StarCraft Il: Wings of Liberty featu- 
res a fully functional, competitive, 
balanced and diverse online skir- 
mish system. In multiplayer shirmis- 
hes, the player has access to all the 
three games factions: Zerg, Protoss, 
and Terran. 


Each race offers a widely varying 
style of play. For example, at the 
core, the Zerg rely heavily on surpri- 
se attacks and strategic unit posi- 
tion to overpower their foes; a Zerg 
player must try to catch their oppo- 
nent off-guard and flank their 
armies from all sides to dominate. 


On the other hand, a Terran player 
relies heavily on tightly grouped 
infantry with mechanical unit su- 
pport (such as siege tanks and me- 
divacs). There is a race catered 
specifically to every type of real- 
time strategy player. 


However, euen if you have never 
played a real-time strategy game 
before, Blizzard still has several op- 
tions to get you up to speed of how 
to play. One of these game modes, 
challenges, involves unique scena- 
rios that teach you how to counter 
certain unit types, and to unders- 
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tand the purpose of specific unit abili- 
ties. If the challenges do not help your 
understanding of the game, StarCraft 
Il also features a 50-match practice 
league whereby your stats are not 
tracked. 


After these skirmishes are completed, 
and if you still feel intimidated by 
player versus player battles, StarCraft 
Il allows you to verse adequately de- 
signed Al with several difficulty set- 
tings. 


When you finally decide to play 
ranked shirmishes, you are given five 
placement matches which will deter- 
mine which of the five Battle.Net 
ladder leagues you fall into: bronze, 
silver, gold, platinum, and diamond. 


Unfortunately, when players decide to 
jump into player versus player mat- 
ches, they may find the matchmaking 
system is broken despite Blizzard's 
official statements, 


Even if you are in bronze or silver 
league, you may be fighting primarily 
platinum and diamond league pla- 
yers. So, even though Blizzard has 
stated you should win every other 
game, it is quite easy to have a 10 
match losing streak. 


Battle.Net has several other quirks 
that may deter players. Firstly, even 
though the service has the function for 
voice chat, the Voice-over IP functio- 
nality is broken. Even when screaming 
directly into the microphone and 
having the audio bar display it is pic- 
king up noise, your team mates are 
unable to hear your cries for help. 


EK MAGAZINE - SEPTEMBER 2010 































However, more importantly is the repulsive custom game interface. 
Since the WarCraft Il: Tides of Darkness, Blizzard's strong custom map 
utilities are the sole reason casual gamers still return to their products 
years after release. Defense of the Ancients, Tower Defenses, time-based 
obstacle courses referred to as bounds, and other custom maps are the 
primary reason most players re-install these monumental classics. 
However, this will not hold true with Blizzard’s latest product in its cu- 
rrent state, Custom games are now selected from a long list of maps 
sorted in popularity. Although popularity reflects what people are cu- 
rrently playing in general, it does not reveal that anyone has a lobby 
created. For instance, even if a game has a perfect popularity score, the 
game will not necessarily fill up completely. 
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When full, the game illustrates its second inkerfuce 
problem: auto-start and a thirty second countdown 
that forces you to stay in the lobby until the game 
starts unless you log out of Battle.Net. 


When a public custom game is filled, it is automatica- 
lly started regardless if the host has properly assorted 
the teams. And, once the game is started, there is no 


way to stop the absurdly long thirty second count- 
down — the game cannot even be left during this 
period without logging out of Battle.Net. 
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Music 


The game incorporates a soundtrack that strongly 
resembles the original's iconic synthesized music. 


However, the new tracks are modernized with more 
musical layers fully realized with authentic instru- 
mentals. Each of the StarCraft factions has a full- 
length piece specifically catered to their culture's am- 
biance. 


The Terran theme features a guitar-heavy anthem, 
while the Protoss score incorporates an ominous or- 
chestral score similar to the beginning of Halo's theme 
song. Unlike most real-time strategy games, the am- 
biances these instrumentals provide only enhance 
your experience instead of being a nuisance. 
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Despite the few Battle.Net interface 
problems, the experience is overall 
enjoyable. The new system is clearly 
influenced by other online gaming 
services such as Xbox Live or Steam 
boasting a similar online experience 
(Battle.Net no longer has open chat 
rooms) and achievement system. It 
is easy to connect with friends, start 
up a campaign, or play a quick 
skirmish, 


If you are, however, one of the 
many players who play Blizzard 
games primarily for custom games, 
you may want to wait to see if they 
patch the awkward changes made. 
Ultimately, though, if you just want 
a solid single-player experience to 
immerse yourself in for around fif- 
teen hours or some intense, white- 
knuckled competitive actions, Star- 
Craft Il: Wings of Liberty is an easy 
recommendation. 


Like all of Blizzard's products, the 
game scales to cı wide range of 
computers specifications (see mini- 
mum system requirements below). 
Even if your computer is seven 
years old, you do not have any 
excuse to pass this game up. 


It is one of the few games that have 
managed a strong balance bet- 
ween an enjoyable experience for 
new comers, and a deep ever- 
changing battle for competitive 
veterans. 


OVERRAL: 9.0 


The game is definitely worth chec- 
king out for even the most timid 
real-time strategy players. The 
campaign, while playing like a 
real-time strategy game, does not 
fall into boring base-stomping repe- 
tition. For competitive players, the 
online is solid despite its few over- 
lookable quirks. However, due to 
the easily-fixable-since-beta 
brokenness of one of the most po- 
pular features of the game, the 
game does not receive top honors. 
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Starcraft Il: Wings of Liberty Minimum System Requirements: 

PC: Windows XP/Windows Vista/Windows 7 (Latest Service Packs) with DirectX 9.0c 
2.6 GHz Pentium IV or equivalent AMD Athlon processor 

128 MB PCle NVIDIA GeForce 6600 GT or ATI Radeon 9800 PRO video card or better 


Mac: Mac OS X 10.5.8, 10.6.2 or newer 
Intel Processor 
NVIDIA GeForce 8600M GT or ATI Radeon X1600 or better 


PC/Mac: 12 GB available HD space 

1GB RAM (1.5 GB required for Windows Vista/Windows 7 users, 2 GB for Mac users) 
DVD-ROM drive 

Broadband Internet connection (for the initial registration of your CD-key) 
1024X720 minimum display resolution 
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- Video Game - 
- REVIEW - 


Hey it’s Kenshiro3 here with a review 
of Metroid: Other M. It's a GREAT 
game. It was a co production between 
Nintendo, Team Ninja & D-Rockets. 
Nintendo handled the story & design. 
Team Ninja handled the program- 
ming and 3D models. And, D-Rockets 
handled the Cutscenes. 


Story 


Let's let's kick this review off with the 
story. 


MANY reviews/reviewers have sited 
this as one of the games weaknesses. 
The game itself takes place between 
Super Metroid and Fusion acting as a 
bridge between the two. 


The story centers on Samus and her 
past, along with her relationship with 
her former Commanding Officer, 
Adam Malkovich, 


This is done through flashbacks 
throughout the game. One of the 
complaints about the game is that it 
basically humanizes Samus, turning 
her from silent protagonist to a person 
with “daddy issues.” All | have to say 
to this is. 


When you witness the merciless 
slaughter of EVERYONE you know 
and love at the age of 5; you are 
going to suffer some SERIOUS Psycho- 
logical Trauma. 


However she faces those fears and 
kicks their collective asses. THAT is the 
mark of a true hero. 


To persevere and face down your foes 
in the face of fear & doubt, that is 
true bravery. The lack of fear isn’t 
bravery, It’s foolishness 





HOM 





Another complaint (X-Play) is the way Samus so readily submits herself 
to Adam Malkovich's orders. 


That complaint is neo-feminist BS. | have nothing against feminism I'm a 
feminist myself. However that complaint has no basis in equality or her 
submitting to a man's authority. Adam was her CO and surrogate 
father. It’s as s imple as that. 


When Samus joined the Federation she found a surrogate father in 
Adam. She LOVED and respected him. She also trusted him absolutely. 
THAT is why she followed his orders, not because she was submissive to 
men. 


The final complaint is about the voice acting. Many have noted how 
Samus’ “dialogue” is wordy falls flat, and sounds as if she is reading form 
her diary. 


Well that's because it's NOT a dialogue. It's a Max Payne style monolo- 
gue. Basically she IS reading from her diary. Her actual spoken dialogue 
is actually performed quite well. 


OTher M 


The other characteristic of her 
dialogue/monologue is that it's 
VERY intelligent. It’s not just vapid 
one liners and catchphrases. It’s not 
that she uses too many words; it’s 
that she speaks intelligently. 


Gameplay 


In short, they are nothing less than 
spectacular. The Gameplay is best 
described as a 3D version of Metroid 
Fusion. It has semi linear areas with 
a linear progression. It utilizes the 
traditional classic Metroid game- 
play. 


But, it gives it new dimension & 
depth by incorporating it into full 
3D. It also adds some new tweaks to 
the formula by incorporating finis- 
hers and a dodging system. BOTH, 
of which, are executed with near 
perfection. 


It cilso mixes in some of the first 
person elements of the Prime series 
like scanning and targeting. Swit- 
ching between the two is fluent and 
seamless on screen and off. 


It's done by aiming the Wiimote at 
the scéne instead of holding it 
sideways as normal. This is where 
the games main weakness lies. 


The constant switching of perspecti- tain objects to initiate story sequences. THIS IS THE WORST PART OF THE 
ves and individual mechanics sea- GAME!!! Because, most often, you are LITTERALLY hunting for a needle in a 
mless, their meshing isn't. Ina game heigh stack. And, the game won't let you do ANYTHING else until you find 
that requires constant movement & the needle. 

dodging like this one, stopping to 

target specific areas mid-combat Thankfully these occurrences are few and far between. 

just doesn't work too well. , 


It leaves you a sitting duck, literally. 
Vou can't moue or dodge while in 
first person mode. 


And, the game forces you to use this 
mechanic CONSTANTLV ESP boss 
fights. 


Also there are certain scripted 
events where you automatically 
enter first person mode to scan cer- 








Visuals Music pumped, At others, it will set the 
hair on the back of your neck on 

The superb visuals for this game The OST for the game consists end, 

come thanks to the awesome Ninja mainly of remixes of music found 

Gaiden Engine by Team ninja. They throughout the series. It is utilized Sometimes it does both at the same 


REALLY Do the series if not the Wii FLAWLESSLY. time in a complete adrenaline rush. 

ttself a HUGE service. Best of all, the ORIGINAL Metroid 
This game EASILY has the best sco- theme makes a return! 

Surprisingly they ARE up to par ring of the ENTIRE series. That's 

with those of next gen games. The NOT an exaggeration it actually Using a scale of 1-10, with ten being 

Art design, crispness, polish and eye manages to outdo Super Metroid. perfect, id give this game a 9. If | 

popping color are UNRIVALED on were using the Buy It, Rent It, F’ It 

the Wii. lt manages to provide the PERFECT system, this would be a definite 


blend of new school atmosphere BUY IT. 

They REALLY show off The Wii's and oldschool nostalgia driven 

capabilities. charm. | can say this without a doubt in my 
mind, this is EASILV one of the best 

However where the visuals REALLY At times it will thrill you & get you games on the Wii. | 

will leave you in shock and awe, are 

in the cenimatics, Curtacy of D- 

Rockets. They are some of the Most 

LAVISH to be found on the Wii or 

ANY other system for that matter. | 

am not kidding when | say they will 

leave your Jaw on the floor. 


Best of all the Transitions from pre- 
rendered to ingame are smooth 
and seemless. There are not jarring 
transitions, In fact you would be 
hard pressed to identify when 


exactly the transitions happen. Rating: ot * — 9/10 - 4 fs - MUST p 
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- MOVIE 
- REVIEW - 


There are many comic book nerds 
out there who belieue that the 
majority of movie adaptations of 
said comic books are entirely inac- 
curate. 


They even made a Strong Bad 
Email around this topic that got 
reduced to a DVD bonus feature. 
With this outrage, Hollywood deci- 
ded to start making comic book 
adaptations literally tailor made 
for the fans. Films like Watchmen 
and Kick-Ass were praised by fans 
of the comic, but only did modera- 
tely well with the critics and 
flunked at the box office. 


Scott Pilgrim vs. The World is 
Hollywood's last known attempt at 
an entirely accurate comic book 
adaptation, and if this doesn't do 
well, then Hollywood's just going to 
do what had worked so freaking 
well inthe past. As a guy who 
rarely reads any comic books, | am 
about to give you gls every reason 
to see this pixilated epic of a comic 
book adaptation. Let's take a 
look! Welcome to SHARC reviews! 





GET THE HOT GIRL. DEFEAT HER EVIL EXES. 
HIT LOVE WHERE IT HURTS. 


uU FR MUR 
| S 1) 
rn 









PORN E REN RER LI 
JUL PE 
7 UM BERT ae 


vw fc T TMU may 


EE 


Rating: Wy Yr 7 Ar $r- 10/10 - ah ds- MUST WATCH! 


Storyline: 


The film follows Scott Pilgrim, a 
college-age boy who plays in a 
band called Sex Bob-Omb in To- 
ronto, Canada. He meets a pink- 
haired girl named Ramona 
Flowers, and they begin to fall in 
love with each other. 


During their dates, Scott finds out 
that Ramona is actually from an 
alternate world and came to this 
world in the hopes of leaving her 
crappy life behind her and living a 
neu life. Unfortunately, her crappy 
life is not too far behind her as her 
seven evil exes (six boys, one girl) 
follow her and challenge Scott to a 
duel to the death. 


So yeah, the entire thing pretty 
much plays out like a classic video 
game. 


Some low-life has to defeat seven 
evil bosses in order to win the 
affection of the girl. 


They even take in a lot of the clas- 
sic video game physics, like extra 
lives, gaining weapons right out of 
nowhere, and when he defeats a 
boss they explode into a bunch of 
coins, It sounds unrealistic and 
over-the-top, but once you're able 
to accept that, it's one hell of a 
thrill ride. Kind of reminds me of 
Moulin Rouge, only not quite as 
scary. 


Everyone knows what the key to 
all comedy is, right?....... No? No 
one? Geez, | figured a website like 


this film has it, and it's never been 
so perfectly placed. It neuer spares 
a split second. 


When the actors don't have an- 
ything funny to say, the captions 
pop up and everyone rolls in 
laughter. The humor in this film is 
so zany that it's hard to not be left 
in stitches. 


I would use examples here, but 
unless you've seen the film, that 
would spoil the joke and it 
wouldn't be nearly as funny. Let's 
just say my favorite joke involves a 
spinning wheel. Trust me, you'll 
know exactly what I'm talking 
about. 


Action: 


Ho... sess... en | | AEEA I have 
never seen a more well- 
constructed and well-stylized 
action film in my entire life of 
cinema. 


As they should, every action scene 
reminds me of a fighting game. 
Most of the time, it's just a hand- 
to-hand brawl like in Street 
Fighter, but there's also a Guitar 
Hero-sequel battle of the bands, a 
No More Heroes-sequel sword 
fight, and so much more! 


As a huge fan of big budget bloc- 
kbusters such as Iron Man or Trans- 
formers, | have been a sucher for 
pure flashiness during the action 
scenes, and Scott Pilgrim vs. The 
World has got to be the flashiest 
action film | have ever seen. It's so 
badass that | could actually feel 
wind blowing on me as the film 
started blowing me away! I'm not 
even joking! 
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Relationships: 


Now, the way these two get toge- 
ther is actually kind of funny. Scott 
sees Ramona in a dream, then sees 
her at a library the next day, and 
then sees her again at a party, So, 
he considers her to be the girl of his 
dreams, 


The only reason Ramona goes out 
with Scott to begin with is because 
he wouldn't sign for a package 
from Amazon if she didn't. Yet as 
these two date, they start to feel 
for each other and form a fairly 
strong bond. 


They know what it's like to dump 
date after date after date. | also 
like how Scott is willing to fight for 
the love of his life, even if it seems 
like he's going to get pulverized. 


Characters/Casting: 


Many of you probably know this 


already, but | despise Michael Cera. 


He was OK in Superbad and Arres- 
ted Development, but how many 
times can you play the same cha- 
racter?! And no, | haven't seen 
Youth in Revolt. 


In this film, he kind of plays that 
same character; an awkward nerd 
who gets nervous when he's 
around girls. But here, he actually 
plays the role really well. 


He doesn't come off as annoying, 
and as the film progresses, he re- 
gains his self 
confidence (and — 7 
he even gets a laser 

sword for it). 

As for the rest of the: 
performances, you 
can tell that these 
actors are 
enthusiastic about 
the roles they play. 


ZERO 
E 


They're just so — 21 


energetic, and 
often times quirky, — — | 


AN 


ET - 


References: 


This film has more references to 
classic video games than a single 
episode of Nametags. Around 
every corner, there's some kind of 
sound effect or musical cue from 
some random game off of 16-bit 
consoles, Sonic's ring tone, the 
theme from A Link to the Past 
when you see the fairy, and | think 
they have Mario's mushroom 
growing sound in there as well, 


But the references don't stop there. 
There's also names and phrases 
thrown around as well. Hell, their 
band name is Sex Bob-Omb! 


The Conclusion 


Scott Pilgrim vs. The World is this 
year's definitive comic book movie. 
Granted, it could be a love-hate 
scenario, considering how over the 
top it is, but personally, | loved it. 
It's fun, energetic, hilarious as hell, 
and very unique, not only as a 
comic book movie, but as a movie 
in general. | don't care how many 
catch phrases and badass action 
scenes are sent out with The Ex- 
pendables. 


NOTHING can blow me away this 
weekend nearly as much as this 
film did. Don't let another aweso- 
me and accurate comic book 
adaptation flunk at the box office, 
folks. 


GO SEE IT! 


Ba. UP VA. 


> 
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SCOTT RAMONA 
OH! OH! 


playing this game after full pur- 
chase, you will be pulverized by 
the on-screen Hipsters and ene- 
mies. In others words, expect to 
play the same level, over and over 
again until you’re leveled up 
enough to finally defeat one of 
Ramona's "Evil-Exs" at the end of 
each level. Again this is from Solo 
play. 


Speaking of the Characters and 
the "Fictional World" of Toronto, 
Canada. 


The Sprite Graphics of Scott Pilgrim 
were done by up-and-coming ani- 
mator, Paul Robertson. The Look 
of both The Characters, and the 
World are ripped out of the Source 
Material, You could have sworn it 
was done by Mr. O'Malley himself. 


The Art Style in one word is Aweso- 
me. Some people would call this an 
8-bit revival. In the game play de- 
partment, I'll agree. But, in the Art 
(Graphics) and Music Department, 
I would call it a 16-bit Revival. Also 
for what you're getting for $10, it's 
a Steal. 


Music 


Personally, | think the music really 
seals the deal. The Music done by 
Chiptune Punk Band, Anamana- 
guchi, meshes perfectly with the 
Art Style and Hectic Style of game 
play. 
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If you want to purchase this Epic 
Music, You can download it 
through iTunes for $11.99, 


Just like its Film counterpart using 
Famous Sound Effects from Classic 
Gaming IP's, the game uses Sound 
Effects that really bring the player 
back to its Nintendo Roots. 


Even Though the game follows the 
Comic's plot, It's doesn't have V.O. 
done by the Mouie's cast nor any 
cut scenes, Any it's honestly works. 
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Currently this Timed PSN Exclusive is 
available for $9.99. When this Title is 
released on XBLA, it will be 800 Mi- 
crosoft Points ($10). 


* In conclusion, this title IS definitely for 
the Gamers that grew up in the 
80/90's with the Nintendo and Arcade 
Boom. The Music done by Anamangu- 
chi alone is again worth noting why to 
buy this game. Another Positive about 
this game is the difficulty. 





True, euen on its Easiest difficulty, 
Called "Average Joe", it's a hard expe- 
rience. 


But, that's the joy about it being hard. 
In some ways, that's one thing that's 
missing usually in newer IP and some 
Revivals. They're Not Hard. 


Currently this Timed PSN Exclusive is 
available for $9.99. When this Title is 
released on XBLA, it will be 800 
Microsoft Points ($10). 











While we're on the subject, what's 
the matter with you, Capcom? You 
had 2 chances to make this game 
a success, yet you failed on both 
accounts. Why? Because there 
were no commercials for this game! 
How in the world are people su- 
pposed to know that this game 
exists if you're not taking advanta- 
ge of the best way to market it to 
the masses? Word of mouth only 
gets you so far, you know! Clover 
Studios poured their heart and soul 
into this game, and Readyat Dawn 
Studios worked like mad to get the 
Wii-port to work properly, so you 
could've at least helped them out 
by advertising a bit more. Even if 
the game had flopped, you 
could've at best stood a greater 
chance if you'd properly advertised 
this game! *Glares* 


Before | begin this review, I'd just 
like to mention that l'm not a big 
Zelda fan. The games are far from 
terrible-l'ue even enjoyed a few of 
them-but they just don’t seem to 
click with me. Now Okami, on the 
other hand, clicked with me very 
well. This is probably the first time 
I've euer played through a true, 
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action-adventure game of this ca- 
liber without taking long breaks to 
calm down or waiting long periods 
to warm up to it. It’s coherent, fluid 
and pretty easy to get into, which 
has quickly turned it into one of 
my favorite games to ever embra- 
ce the Wii. But enough of that, 
allow me to explain to you all why 
that is. 


Storyline 


It begins before you actually start 
the game with an optional seg- 
ment given to you by a mysterious 
narrator. According to the narra- 
tor, 100 years prior to the events of 
the game the land of Nippon was 
subdued to the tyranny of an evil 
serpent with 8 heads known as 
Orochi. Every year, on the night of 
the Full Moon, Orochi would select 
a fair maiden from the village of 
Kamiki to serve as his ultimate sa- 
crifice. Orochi would then devour 
this maiden, and he'd promise not 
to bother anyone again for a full 
year. Around the same time as this 
event occurred, a lone wolf by the 
name of Shiranui would roam 
through Kamiki. The villagers were 


- Video Game - 
- Review - 


% .' out of the way: fans of the game, calm the heck down already 

h « and stop demanding that | play it, as you're starting to get anno- 
2° ying. It's a great game and very underrated, but that doesn't 

jà mean that everyone’s going to automatically enjoy what it has to 

im offer, Your forcing of me to play it is what made me hold off 

% buying it for a while, thus causing it to become very hard to find 

F. when I actually wanted to. 


Also, it's definitely a shame that this game flopped, but there's 
nothing that can be done. The game had two shots and sold de- 
cently for a game that went by word of mouth, but what's done is 
vy done. Vou can't go bach in time and change things, it's not the 
best game euer because of it and the world isn't any more 
screwed up from its failure, so stop it, drop it and move on. 


very much afraid of Shiranui, as 
they belieued her to be a contem- 
porary of Orochi's, and Kamiki’s 
greatest warrior, Nagi, constantly 
challenged her. 


Fast-forward 100 years to when 
the actual game takes place. A 
mysterious stranger enters the 
sanctuary where Orochi’s spirit lies 
and steals the sword. Orochi 
awakens and demands that the 
stranger wishes chaos unto the 
world. The stranger flees in fear, so 
Orochi, enraged, unleashes his evil 
upon all of Nippon and sucks it dry 
of all of its beauty. The scene then 
changes to Kamiki's guardian, a 
sprite by the name of Sakuya, 
mustering up the last of her remai- 
ning strength to transform the 
statue of Shiranui into a living ver- 
sion of the Sun goddess Amaterasu. 
Amaterasu is informed that the 13 
gods of Nippon, also known as the 
Celestial Deities, have gone missing. 
With the help of a Poncle by the 
name of Issun, who happens to live 
in Sakuya’s kimono, Amaterasu is 
asked to find the 13 gods, defeat 
Orochi and restore beauty to 
Nippon. 


Gameplay 


One of the key areas that sets 
Okami apart from the Zelda fran- 
chise, aside from the greater 
emphasis on platforming sections, is 
the combat, which-in this particu- 
lar game-is all about uncovering 
the enemy's weak point and at- 
tempting to lower its health enti- 
rely. In the Zelda games, with the 
exceptions of bosses, mini-bosses 
and certain enemies, you can 
usually avoid fighting enemies by 
running away from them. This 
allows you to avoid fighting ene- 
mies if you’re weak or just not in 
the mood. In Okami, though, 
you're not afforded such a luxury. 
Once you've come in contact with 
an enemy, you can't escape. Vou 
either have to defeat the enemy or 
purposely get a Game Over and 
pray that you don't ever encounter 
the enemy again. 


Even then, though, some of the 
enemy battles are mandatory in 
order to progress through the 
game. While the combat can be 
incredibly fun and engaging at 
times and does reward you with 
currency-which can be used to buy 
useful items for participating in 
them-nevertheless the fixed battle 
system can be a mixed blessing, as 
some of the enemies can be anno- 
ying if you stumble onto them 
accidentally/unprepared (although 
it’s nothing too serious.) 
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Controls 


they’re pretty straightforward as 
well, They're largely reminiscent of 
those from The Legend of Zelda: 
Twilight Princess (yes, I'm talking 
about Wii port here,) although 
there are some minor and major 
differences. For one, the A-button 
activates all of Amaterasu’s jum- 
ping techniques, while the D-Pad 
works the camera instead of the 
Z-button. Additionally, holding 
down the C-button allows Amate- 
rasu to bite objects, a useful featu- 
re that’s not present in most Zelda 
games. 


The B-button underneath the Wii- 
mote allows you to enter the 
game's drawing mode, during 
which the Analog Stick becomes 
the camera and holding down the 
A-button while moving the Wiimo- 
te allows you to draw at brisk 
speeds (which, by the way, isn't 
broken at all. >_> ) Lastly, aside 
from activating the weapons in 
combat, waggling the Wiimote 
allows Amaterasu to dash briefly 
(yes, there's waggle in the Wii 
port...live with it.) That being said, 
everything else is relatively similar 
to the Wii Zelda game, so it’s not a 
huge adjustment if you've already 
played that game before. 
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the visual style of Okami really 
stands out. According to Wikipedia, 
the game features a sumi-e 
woodcut-inspired look to it; in other 
words, the game looks like a Japane- 
se watercolour painting come to life. 
No doubt that the style was initially 
implemented in order to compromise 
with the limitations of the P$2, but I 
don't really mind it all that much. 
The game may be a little low in the 
polygon count, but | couldn't give a 
damn. I'm a cel-shading fan, and 
Ohami's style gives a certain charac- 
ter to the game that | don't think 
would work without it. 


Music 


Okami has an awesome soundtrack. 
The tunes cover a wide range of 
awesomeness, some of which make 
you laugh, others which tug at your 
heart and make you want to cry and 
even a few that feel incredibly 
powerful and epic, It’s a wonderful 
collection, surpassing that of Super 
Smash Bros. Brawl and even rivaling 
some of the best in Super Mario 
Galaxy and Super Mario Galaxy 2, 
Just by listening to the individual 
tunes, it’s easy to see why Masami 
Ueda, Hiroshi Yamaguchi, Rei Kondo 
and Akari Groves-the composers for 
this game-have earned such praise 
from the game’s fans, as it's pretty 
clear that they have the utmost pas- 
sion when it comes to composing 
music 
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The only question remaining is whe- 
ther not Okami has replay value, as 
the game automatically gives you 
the option to restart everything 
once you beat it (even going as far 
to wipe your file clecın for you.) 
Despite the lack of real difficulty 
(the bosses are the only part ofthe 
game that’s truly challenging,) | 
don't see why you wouldn't. The 
game has plenty to offer, more than 
I can mention here, including 
various side-quests, little secrets that 
you may or may not have piched 
up on the first time and an immersi- 
ve world that makes you feel like 
you're a part of it. To quote Jet Fire, 
who left Screwattach last year: 

“I can tell that Okami wasn't a 
package put together by a love for 
money, but rather by a love for 
games,” | couldn't agree more! 
Besides, it’s a very environmenta- 
lly-friendly game, as it teaches 
people about the value of respec- 
ting nature in a way that doesn't 
come off as pompous or bigoted. 


So the game's all about 
paintbrush to restore beau 


Nippon 





- 





Rating: fr te th th h- 9.5/10 ri ds - MUST PLAY! 


So yeah, Okami’s just a game that practically screams awesome all around. 
Final Scores: 


$tory-9/10 (A-)-It's not the best story ever written, but it’s coherent, well 
structured and easy to follow along. Plus, the characters have a lot of 
depth to them, and you'll most likely become attached to many of them at 
some point or another. 


Gameplay-9.5/10 (A)-Minor combat and minigame issues aside, this is a 
solid and enjoyable experience. Also, | dare you not to be impressed with 
how much depth has been put into its premise, euen if it's not all that cha- 
llenging overall. 


Controli-9.5/10 (A)-I don't see how the Wiimote can go wrong. It takes 
some getting used to, but everything's fully functional and works just fine. 


Presentation-10/10 (A«)-It may be low on the polygon count, but you'll 
be marveling at it so often that it doesn't matter, It's almost like a painting 
come to life, and it looks beautiful because of it! 


Music-10/10 (A+)-Riveting and exciting, the tunes touch your heart and 
will stay in your head for days. The composers poured their hearts and souls 
into the tunes, and it shows! 


Replay Value-10/10 (A+)-It's an enthralling game, one filled with se- 
crets, interesting characters and a lot of heart. What’s not to go back for? 


Final Score: 9.5/10 (A) (Not an average!)-Easily one of the best action 
titles to ever embrace the Wii's library, let-alone gaming in general. It's a 
true a masterpiece in every sense of the word. It’s not my favourite game 
ever made, but it's certainly in the Top 10! 


Well, that's it for me! Until next time, this is Whitly saying, "Read, comment 
and goodnight!" ) 


TIME TRAVELING WITH STYLE, 
IS ALWAYS SAFE! 


EVERY MONTH 
ONLY AT 
SCREWATTACK.COM 
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Ask any Sega Megadrive fan to name the biggest and best games on the system that don't involve Sonic the 
—— and chances are that among the TES will be pm Golden Axe and Streets of Rage. 

q 2 Both are single or two-player side scrollers in 
/ M m our three ludicrously-named heroes fend 
duis their way through waves of bad guys in classic 
2 16-bit awesomeness, But which of these great 
2577 games is the better? Which still stands up strong 
"E today and is still fun to play? 


| Even though both games had a string of 

F sequels, I'll just be taking the originals into ac- 

B count as they are the ones that | played as a 
kid, hours spend with childhood friend Philip 
just getting that little bit further in both games 
each time (though | can't remember us ever 
getting further than the last room) I'll be 


comparing and contrasting aspect by aspect. 
| MEBULSAPIRIDOR., EIN 18:BIT SARTRIPGE,, GETA | So lets start with the stars. 





-— Golden Axe 


In one corner we have the warriors three of Golden Axe. First we 
have Ax Battler, a Conan wannabe in blue Speedos who proba- 
bly has the oddest name considering he fights with a broad- 
sword, not an axe, then we have Gilius Thunderhead, a dwarf 
who actually does use an axe and a big one too, the head of 
which is bigger than Gilius own and finally, Tyris Flare, the red 
haired amazon fire-mage who, like Ax, seems to not need any 
form of protection on the battlefield. 





On the modern-day side we have our trio of ex-cops: series 
mainstay and all-round average player character Axel Stone, 
slow yet powerful boxer Adam Hunter, and Blaze, the agile and 
high-jumping judo expert who fights crime in tight red 
leather.....with sexy dark hair......and the worlds shortest 
shirt.....who winks at you if you select her at the start.....and gets 
whipped by female dominatrix M.Bison..... *snaps out of it* 
anyway, while all three characters from both games kick major 
ass, and | can only wonder how even six year old me wasn't 
turned on by that pixilated hottie Blaze, | got to go with the 
Golden Axe warriors. They're just more distinctive and memora- 
ble through to this day. Point goes to Golden Axe. 





But what good are heroes with guys to beat up? (A_A) 





SCREWATACK MAGAZINE - SEPTEMBER 2010 
Enemies 


Both games have the same formula of waves of enemies with bosses at 
the end, and with each level, using the tried and tested method of 
palette-swapped enemies to mark their increasing difficulty. Minions in 
Golden Axe are cheap bastards, often 

flanking you and beating you up from both sides. Enemy design is pretty 
cool overall, including Harryhausen skeletons and big guys with ham- 
mers. Here's Golden Axe" list of generic footsoldiers. While their anima- 
tions are well done and their sprites nice and detailed, they just look very 
generic and not too interesting. 


Now let's take a look at Streets of Rage's enemies. 
Much more varied and interesting, from the guy juggling flaming knives 
and axes, to the Abobo-looking guy breathing fire, to the big guy with 


the claws how's such an asshole to defeat, it's an overall better mix. 


Point goes to ^o Hage 


Graphics 


Both games looks great in their own ways, with plenty of character to 
each relevant to their setting. One particular highlight for me is a 
leuel in Golden Axe with a giant eagle head. 
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—— AR, —— Streets of Rage has some neat little extras in its scenery too, like the 


Tt a * elevator that stops on random floors for move waves to arrives, to the 
SCH Sah ore boat that moves up and down against the background, to the tides 


— r moving in and out from the bottom of the screen on the beach level, 
| —— | DEA | and just an overall more animated world. 


Golden Axe, while certainly more colorful even without neon lights, 
. tends to be very static and oftentimes have no real features on the 
= screen at all. 


So while both games look great, the point for graphics goes to Strests 
of Rage. 





Sound 


The music could not be more different between the games, while 
Streets of Rage has a very upbeat, techno soundtrack that just 
screams early nineties, Golden Axe's is very powerful and heroic, to 
give you that epic quest feel. The death screams are the audio 
highlight. However while, Streets of Rage's sound effects may not have 
as many good death screams, punches actually sound like punches, 
while attacks of any weapon in G'Axe sound like wooden sticks. 

Also, | haue to refer back to Rage's music, because it just Ricks ass and 
gets you in the mood for hiching ass. Just try not to get jiggy with the 
first level music. Point goes to Street: of Rage 
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Gameplay 


While Streets of Rage's control works fine and it's fun beating 
people up, Golden Axe just has more ways of doing so. Vou can 
jump in the air and swing down your weapon repeatedly, you 
can charge into them, which is especially fun with Gilius the 
dwarf. 





As for equipped items, Streets has weapons like broken bottles, MER oats — Mure Serge ernennen up: = 
switchblades, bats and lengths of pipe, which would quickly cause female character in the street with a broken bottle and the game 
most games today to be banned. Maybe it's okay because there's — — e ee ETE 
no blood. Golden Axe on the other hand, has equips in the form ren r- grrorørĘsss 

of monster and dragons that you can steal from enemies. they 


can perform tail sweeps and breath fire on foes. Awesome. 






Lastly, we have the special attacks, both performed by pressing 
A. While it is cool in Streets of Rage having your police backup 
fire a bazooka from off screen and destroy every enemy present. 






Golden Axe on the other hand, uses magic that gets more > 
powerful the more magic potions you're carrying at the time. What "How To Train Your Dragon" should have been about.. 
From ‘basic’ magic ranges from raining lighting down on your Hs > 2s g 
enemies. 






And it doesn't matter how many cops you have firing explosives 
randomly down a street, you can't compare to the ability to 
summon a Freaking Silver Dragon! (TM). 


"tco og aet cto 


So attacks-wise, Golden Axe takes the....ummm....Gold 


Conclusion 
So how have these MegaDrive classics compared to each other? 





1 OR 2 PLAYER START 





STREETS OF RAGE WINS! 


But having said that, both games are fantastic Mega Drive gems to play both alone and with a friend, your 
know, LOCAL coop multiplayer, something that's severely lacking in games today. And with their easy 
availability on Virtual Console, Sega compilation discs, and the amount of people selling the original carts online, 
even if you never owned a Mega Drive bach in the day, you have no excuse not to play them both NOW, 


| hope you enjoyed this contrast, and | intend to do more with similar games, as well as my usual stuff, so please 
rate and subscribe and comment and all that good stuff, and I leave you with more epic techno. Enjoy. | 


In Memory of Philip Nolan (1990-2009) 
Childhood Best Friend and Gaming Partner 


REMEMBER WHERE IT ALL BECAN 
REMEMBER REACH 





I've been thinking about this for a while. Mostly because 
I was once a hardcore gamer, but now consider myself a 
casual one. | used to play games a lot, and | mean A 
LOT. Anything from Tetris to Doom. From Super Mario 
Bros to Warcraft Il, gaming was my livelihood. 


| was a console and PC gamer and 
a wide variety of consoles, from the 
Atari 2600 to the GameCube and 
Playstation 2. I've seen the gaming 
industry take its first steps into the 
world, die out, then be reborn 
again into the billion dollar indus- 
try it is today. 


There are a few things I miss, such 
as the variety of games and play 
styles and the chances the industry 
took. 


Now it can sit back and take it 
fairly easy with big names rolling in 
the dough. This leaves me to the 
mind set of gamers. Most of us 
grew up with gaming, be it the 
Atari, NES, or Super NES, we all 
started playing games at a young 
age and grew up with gaming. 


Now that we're older, we feel that 
gaming should be grown up too 
and some companies make their 
livelihood on that face, but it’s dis- 
couraging when people look down 
on the Wii as being kiddy. Least we 
forget that we were once kids 
ourselves, when Super Mario Bros 
was a bit over our heads. Older 
gamers today feel that they own 
gaming, that it belongs to them. 


However, it doesn't and younger 
gamers need something they can 
grasp and ease into gaming. Some 
of us older gamers need something 
too and headshots don't do it for 
me anymore, my Duke Nukem 
days have long since been over. 


I still play GTA Vice City, San An- 
dreas and Saints Row 2 and still 
quite enjoy them, but | don't play 
them for hours on end. 


Only for two to three hours at best. 
I also play World of Goo, Portal, 
along with New Super Mario Bros 
Wii and readily enjoy them just as 
much, but this only brings me to 
today's topic. 
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Hardcore gaming to me are those 

who spend more than 5 hours pla- 
ying a game, while casual gamers 

will play a game for only a couple 
hours then go off to do something 

else, even if it’s just playing a diffe- 
rent game entirely. 


Most hardcore gamers would not 
consider MMO's to be hardcore 
games, mostly because MMO's are 
essentially easy to pickup and play, 
sure you don't know the first time 
where the best level spots are, the 
best quests, nor the best equip- 
ment, but you can still jump into 
the game with a relatively short 
learning curve. 





MMO's are designed this way. 
However, most individuals who 
enjoy MMO's play them for incredi- 
ble amounts of time, and quite 
consistently. This puts them on par 
with First person shooter players 
who play online, or with Star Craft 
and other similar games played 
online or off. Casual games such as 
Peggle or Bejeweled are also consi- 
dered casual games, but are also 
played for insane number of hours 
at a time. 
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Basically, gamers are gamers no 
matter the type or how long one 
plays them. 


First Person Shooter players seem 
to be the most common to take- 
up the hardcore vs casual cause, 
mostly out of fear that their favori- 
te console will be tainted by non- 
FPS games that cater to their twit- 
chy reflex, adrenaline and blood 
thrust desires. 


RPG gamers tend to be more apa- 
thetic over the cause. Most sports 
games can be considered casual 
also, mostly because of their routi- 
ne nature of game-play but are 
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“A brief look into the dark 
recesses of gamers as a whole” 
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often times placed into the same 
group as the FPS gamers. 


No matter what camp you wave a 
flag for, gaming is one medium 
where there is something for everyo- 
ne, but not only that, generally one 
individual will like a 

multitude of different games and not 
just one specific type. 


Many who also are self identifying 
hardcore gamers may also casual 
games too, though few would admit 
it. | may like games such as GTA and 
Saints Row, but | also like my Wii 
with games such as New Super Mario 
Bros Wii and Boom Blox, because 
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there are many ways to enjoy one's 
self in many different forms and 
that's what gaming is truly about. 


No matter how long you play one 
session, or even how consistently 
you play games, there is something 
out there for at least anyone and 
everyone. No matter the age or 
gaming style. | | 


So... how hard 
SHOULD games be? 





In my own traditional fashion of being about 1 4% to 2 years behind the pack when 
it comes to gaming, I only recently picked up the infamous hack n' slash RPG 
Demon's Souls — exclusive to the D$3. |, like many others before me, was drawn to 
this game on its sole reputation of being incredibly hard. Normally hard games 


don't appeal to me, at least not after my maddening experience with old school 
titles such as Castlevania and Ninja Gaiden, but I had just beaten Arkham Asylum 
in less than 7 days and | wanted to trade it in for something new that I could sink 
my teeth into. 





Simply put, during my first day I 
found Demon's Souls to be about 
as hard to play as it was to co- 
rrectly pronounce its title. Vet after 
my friend left for the day | found 
the strangest thing happening to 
me - I couldn't put the blasted 
game doun. 


I made a new character, choosing 
a class that I felt | would enjoy 
more, and started running through 
the game again. It took a while 
but I actually started accomplis- 
hing things. | began to research the 
game online, looking for strategies 
on how to build my character and 
defeat bosses and such and kept 
going. 


| am currently on the very last level 
and uery little seems to be posing c 
threat to me anymore. Yes, it’s still 
challenging, but I'm not getting 
killed every few minutes like | was 
in the first part of the game. 


To be blatantly honest, I haven't 
had this much fun with a game 
since Mass Effect 2, which is on my 
top 5 favorite games of all time list. 
But I'm not writing this as a review 
of Demon's Souls, rather I'm writing 
this because Demon's Souls has 
raised a lot of questions for me 
about games in general. 


My first question is can a game be 
consider bad for being too hard? 
Demon's Souls got some glowing 
reviews from the professional critic 
demographic, yet | found it hard to 
find any members of the general 
public who wouldn't condemn the 
game as an overly difficult, cheap 





pile of crap. Normally I tend to 
agree with the public on things like 
this, but in this case | found myself 
seeing eye to eye with the critics. | 
found Demon's Souls to be both 
very difficult, but very rewarding — 
not something thot can be beoten 
ouer a weehend, but something 
that should be taken in stride. 





But the question remains — can 
too much difficulty hill a game? I 
think that depends on how the 
difficulty is presented. For instan- 
ce, presenting difficulty as a cha- 
llenge to be overcome is prefera- 
ble to a game feeling hard due to 
broken controls, bad leuel design, 





or the enemy having an unfair 
advantage, The first few levels of 
Demon's Souls seem to fall into the 
unfair advantage category. 


Vou start out as a low leuel charac- 
ter up against some very difficult 
enemies that come in droves, just 
one of which is more than enough 
to hill you. Healing items come in 
low quantities, the enemies can set 
traps and make sneak attacks, 
and if you fuck up even a little bit 
it could cost you your life and your 
progress. 


Most people who gripe about this 
game's difficulty don't get past the 
first world | would suppose, but 
part of that is the game's fault. 
Personally, I prefer a game that 
shows you its fangs right from the 
get goes and let you Rnow that it is 
not to be fucked with over a game 
that holds your hand through half 
the game and then throws you into 
a flaming pit of death during the 
third act. Like Demon's Souls, my 
favorite game on the NES, Kid 
Icarus, demonstrated the former. 


Does this make the game bad? 
No, but presenting your game in 
this way will have the unfortunate 
effect of driving people away in 
the early going. 


The next question Demon's Souls 
raised for me concerned conse- 
quences in games. For those of you 
who don't know, when you die in 
Demon's Souls you are severely 
punished. For starters, just like in 
the many of the old school NES 
games from back in the day; if you 
die you have to go back to the 
very beginning of the level. Addi- 
tionally, you will lose all of your 
soul points, which are essentially 
your ticket to getting better stats 
and gear. You get a chance to get 
them back by returning to where 
you died, but if you die again 
before that you lose them forever. 
Now this raises the question as to 
whether severe consequences for 
your actions in games are neces- 
sary to help motivate the player, 
or if they are just unwanted irrita- 
tions that make a game feel un- 
fairly hard. 
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To answer this, let’s look at a game 
that doesn’t punish you too hard 
for your fuck ups — Infamous. 


In Infamous when you die you get 
to restart from about ten steps 
back. This has two side effects, one 
good, one bad. The first side effect 
is that | quickly stopped caring 
whether or not | died, and thus was 
unafraid to approach new situa- 
tions with the tact and subtly of an 
Mi Abram tank that fires nuclear 
bombs. Even if | died | didn't care 
because that just meant that I'd 
start over from a few seconds ago 
and try again with virtually no 
consequences. This can allow some- 
body to speed through the game 
and finish it very quickly. The 
upside to this is that having no 
consequences for death means that 
the player can feel free to try new 
things and experiment without 
fear of losing your progress. In the 
gaming world experimentation is 
often directly equivalent to fun 
and regulates how much you end 
up liking a game, 


Batman Arkham Asylum is ano- 
ther example that’s worth looking 
at. In that game it was helpful to 
be able to start over close to where 
you died because it was easy to 
fuck up on the stealth parts of the 
game and having to run through 
an entire level just to get back to 
where you were would have 
broken up the flow quite a bit. 


Also you'd often encounter ene- 
mies that you, at first, had no clue 
how to beat, so it took a little bit of 
experimentation in order to figure 
it out. 


Conversely, a game that punishes 
you severely for messing up is one 
that you will try hard not to mess 
up at, thus resulting in you getting 
a whole lot better at the game a 
whole lot faster. When facing the 
Red Eyed Knight in Demon's Souls, 
you quickly learn that rushing in 
and swinging wildly will get you a 
trip to the beginning of the level, so 
the next time around you decide 
to be more passive and defend 
more often and the next thing you 
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know the smug bastard is on the 
Batman Arkham City i ground liching the scum off your 
Catwoman and Batman s S boots. | can see how both appro- 
aches have their benefits and their 


disadvantages, 


Severe consequences force the 
player to get really good at the 
game in order to avoid punish- 
ment, but will cause extra frustra- 
tion and possible a few trips to Ga- 
mestop to replace a broken con- 
troller. 


Lacking consequences can 
help facilitate 
experimentation and 

enhance the level of fun 

Se the player is having, but 

d haue the side effect of causing 

the player to not try very hard and 

thus possibly lose interest in the 

game. For this problem, I'd say a 

happy medium is best, Going back 

to the Demon’s Souls example, per- 
haps when I die I lose all my soul 
points, but there are a few more 
checkpoints throughout the levels. 


So, just how hard should games be, 
then? That IS the title of this blog 
post, 


Well, unfortunately difficulty levels 
are not relative things. Things that 
some people find hard may indeed 
not be very challenging at all for 
others. Therefore, | think that 
game difficulty needs to be left to 
choice, aka difficulty selection set- 
tings that can be changed at any 
point in the game. Infamous had 
the brilliant idea of having the 
game assess your skill level in the 
first part of the game and assign 
you a difficulty level, a system that 
| found to work quite well. 


Demon's Souls, however, has no 
difficulty setting, which is another 
reason why I think a lot of 
people stop playing the game 
before even completing the first 
world. Without a difficulty 
setting, people tend to feel 
trapped in a game that is 
either too easy or too hard. 
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People need to have the freedom 
to increase to decrease difficulty to 
their liking. Games are supposed to 
be about having fun, and if a 
game is too difficult to too easy, it 
is hard to have fun with it. 


Difficulty settings seem to beco- 
ming more and more of a thing of 
the past, not just in their existence, 
but in how accurately the difficulty 
actually changes. 


For example, I finished Halo 3 on 
Legendary and found that the only 
difference was that | couldn't run 

in like a steroid laden barbarian 
and instead actually had to take 
cover when engaging a group of 
enemies. 


My shields went down quicker and 
enemies took a few more bullets, 
but the situations that I was in 
didn't seem to change all that 
much, I never felt anymore 
overwhelmed by the odds against 
me and I really didn’t have to 
employ any tactics that | hadn't 
already used in the lower difficul- 
ties. 


— — — 
Severe consequences 
force the player to 
get really good at 
the game in order to 
avoid punishment. 
—— ==‘ c_ _>,”_—» 


Settings for difficulty need to be 
better enforced. 


The Very Hard setting shouldn’t 
just mean that the Al’s take more 
damage, it should mean fewer 
check points, smarter enemies, 
more disadvantages to the player, 
and maybe even changes in the 
environments that put the player 
at a disadvantage. 
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In conclusion, I believe that there is 
a stark difference between hard 
and challenging. Demon's Souls 
starts out very hard, but then sim- 
mers down to a more challenging 
level, at least for me. 


Some gamers may find that 
Demon's Souls starts out to be im- 
possible and then simmers down to 
the level of barely playable, This is 
again why I believe difficulty needs 
to be customizable and punish- 
ment for failure should be modera- 
te. 





If the player fucks up and dies, it 
should not mean the end of the 
world, but it should also mean 
more than just a gentle slap on the 
wrist. 


All in all this gets back to the fact 
that games are meant to be fun, 
and routinely getting your ass 
fucked isn't all that fun to most 
people, Besides, if | wanted to 
pounded from the rear l'd spool up 
an NES and pop in the very first 
Ninja Gaiden game. | | 


Hey everyone, Stan here. | consider myself pretty 
good at Red Dead Redemption. Of the people | 
play with | am the best, and in free roam I can 
single handedly take out posses with a few 
throwing knives. So | am here to share my wisdom 
of Red Dead and show YOU how to be the Legend 
of the West. (Dead Eye is unavailable in certain 
modes so | will not be using it in the tips) 





Tip 3* 1 - Aim high 


Players may think whoever fires off the first shot will always 
win. In Red Dead, this is not the case. On normal targeting, 
the reticule focuses on the torso of the target. Many a gun- 
fight is fought with 3 to 5 bullets fired off. 


HOWEVER 


If you find yourself in this situation, do not be hasty and 
shoot! Tahe the time to line up with your enemies' heads. In 
a Red Dead shootout, the player who aims higher is the l oy TRENS 

winner. Vou can place a single bullet from a pistol into your RIVERO EE. Te T NIV Ed ET DL ENTM Eae e [war] 
enemy right in the head. They have shot you 4 times. Guess MIOCA EC Me ES Co Nor CR d Rein E dT 
who got the kill? The headshot always prevails. ALWAYS. 


Tip# 2 - Crouch Walk 





This often underused tactic is one of the key elements in 
stealth. In RDR, when you run on the map you are visible to 
the other players (in ranked, not free roam) When you take 
| the time to crouch walk to your objective, you can avoid 
enemy conflict entirely. This is most effectively applied when 
trying to capture the bag, get to a weapon, or reach a spot 
to set up in. Be amazed when you find yourself walking 
safely among the enemy! 


«e Good for more than just Tea-Bagging 


T (Note that if an enemy sees you in their field of vision you 
appear on the map regardless of position) 
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Tip #3 — USE COVER 


This is a VERV important hey to victory in a fight. Obuiously 
if someone is shooting ot you... GET OUT OF THE WAV! The 
couer system in Red Dead in very well made. Vou can enter 
it when standing next to a wall or when running toward it. 
The running cover is a very useful tactic. As you run to 
cover, press the button a bit early and you will perform a 
slide into it, often giving higher chance of protection. Vou 
can then take that time IN cover to survey the field of 
battle and seek out the enemies, all from the safety of a 
barricade, Vou can even use it to ambush people! But cover 
doesn't stop there. You can also use your horse for cover if 
the game type permits its use. While it may be cruel, you 
can simply spawn another one after it takes bullets for you. 
Just walk with it to your side, between you and your 
enemy. 





Tip #4 - Do a Barrel Roll! 


This simple technique does not need much explanation. 
While targeting simply press the jump button while moving 
in a direction. Vou will roll on the ground. The diverse uses 
include removing yourself from an enemies sights, moving 
across an opening more safely, and simply getting the 

IBI upper hand on a battle. You can use this technique to eva- 
luate your situation while rolling, Think of it like a tiny 
window of significantly reduced danger 





(you can still die, but you get a CHANCE to strike back) 


Tip#5 - Take High Ground 


In many cases the map offers a vantage point over the 
whole field. From here you can not only survey the map, 
but see OVER cover. This allows those hiding in cover to be 
shot. Not much else to be said about this other than having 
the right guns to go with it, and be prepared to evac or get 
into cover when you've been made. Your character has 
some pretty notable parkour skills, so don't be shocked if 
you can pull up the side of a building 





Tip # 6 — Know your weapons! 


This is possibly the most important tip | can offer. Just because a 
gun is strongest, it is not the necessarily wisest to use. Take this com- 
parison here. The Double Action Revolver has a very high firing 
rate. The Bolt Action Rifle is powerful but fires slowly. Often in a 
head to head fight the fastest trigger finger wins, and when you 
can plug 6 revolver bullets, and only 3 repeater rounds, the pistol 
wins. This is very important in any situation to know what you are 
li dealing with as far as armament. Know the capabilities and limits 
: AUR. = of each, and find what suits you best. For me, it is a pistol with high 
y = 4 E fire rate, and a sniper rifle. Others settle with repeaters and shot- 
ILL ER SEE eod ipsis EAD cuins. Try to make a note of where weapons are on each map os 
do to outgun your enemy well, so you may better arm yourself. 
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For years my friends have been examples of talent. he art displayed The Dealer's hall was a fantastic ex- 
trying to get to an anime conven- ranged from all types of anime such perience. Not just because of the 
tion. I'm not necessarily the biggest as Gundam, Pokemon, and Bleach. wide variety of product there, but 
anime fan, but the conventions that Also, there were plenty of art sub- because of it being my first time 
they were describing that happen in missions that weren't from anime; having a credit card in this type of 
the Washington DC area, Otakon in video games also got some loue. environment. | couldn't walk ten 


particular, sounded like a good time. Games like Silent Hill, Final Fantasy, steps without stopping to check out 
Since my graduation | haven't had Bioshock, and Metroid just to name what was on display in these booths. 
as much time to just hang out with a few, were shown. All of which were There were the sword dealers, which 
my friends, so | decided to attend genuinely impressive and | wish had had a variety of different weapons 
the convention just to hang out with bought some more art. Furthermore, ranging from actual swords, and 
them. the best pieces of art that were dis- ones from specific anime or video 
played didn't allow for pictures, but | games. 
Well, l'm back from the convention did manage to grab a good amount 
and I'm sad it's over, Otakon 2010 of art which I'll post for all to see, Furthermore, some of weapons were 
was fantastic to behold, there was genuinely sharp and could have 
something for Otaku of all shapes, actually been used to kill someone, 
sizes, and colors to do. Between 


Otakon’s Artist Hall, Dealer's Hall, That made purchasing these we- 


Gaming Hall, the people who atten- 
ded, and the late night raves, I had 
a ton of fun; | genuinely cannot wait 
until the next convention. 


Expression can be a fantastic thing 
to behold. People can sometimes 
have incredible talent, and the ar- 
tists who displayed their work at 
Otahon's artist gallery are prime 





apons euen more appealing. Alas, 
buying all of these weapons was off 
limits to me, I’m not 18 yet after all. 


Otaku are known for collecting figu- 
rines, which | thought was a horrible 
stereotype, but | was proven wrong. 
With what I’ve gathered from my 
Otakon experience, they do actually 
loue figurines, because so many of 
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them were for sale. The dealer’s hall turned out to ge- 
nuinely surprise me with how many 
There were figurines for sale that great games that was for sale, but 
range from models that you actually how great was the gaming hall? It 
build yourself, and already put toge- was fantastic good sir, fantastic. As 
ther toys. The popular anime series a walked in the gamer hall | looked 
in particular Gundam got alot of to the left and immediately discove- 
figurine support, every store had at red a Killer Instinct 2 arcade machi- 
least one Gundam model. Final ne, and the hid in me was immedia- 
Fantasy popularity was once again — tely filled with joy. This isn't even 
reconfirmed with the amount of toys including the other games that were 
ranging from Final Fantasy 4 to the on display and ready to be played 
recently released Final Fantasy 13. by gamers. Fighting games like 
Kingdom Hearts figures were plenti- Super Street Fighter IV, 
ful and popular as well at the con-  BlazBlue Continuum Shift, 
vention. Super Smash Bros Melee or 
Brawl, TekRen 6, and 7 
All of the figures | saw looked good 
enough; I’m just not that into them 
no matter how good they looked. 





l'il tell you what I was completely 
hooked on while | was at the con- 
vention, the video games that were 
there. 


I was a gamer’s incredibly overpriced 
wet dream. With the enticing conso- 
les that were for sale ranged from 
the Genesis, N64, Saturn, Dreamcast, 
and Super Nintendo on one side of 
spectrum and on the other side of 
the spectrum genuinely greot games 
for sale like Conker’s Bad Fur Day, 
Killer 7, Ikaruga, Sin and Punish- 
ment, Final Fantasy 6, and Mother 3 
I could have easily spent every ounce 
of money that I had on my person. 





I couldn't buy everything, but I did 
make sure to purchase a couple of 
gems. Games like Donkey Kong 94', 
Conker’s Bad Fur Day, and Killer 7 
were purchased the second that my 
eyes laid eyes on them. 
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Marvel us. Capcom 2 were present 
and constantly packed with people 
playing or waiting in line to play. 
People were always friendly as they 
played these games, giving up the 
controller if they lose, and shaking 
hands after matches. Tournaments 
were held each day for these games 
and there were genuinely good 
matches with skilled people to 
watch, so | did, and it was awesome. 
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The people in charge of this con had 
to be genuine gamers, because 
everything was at this con. Racing 
games like Mario Kart Double Dash, 
Sonic and Sega All Stars Racing, and 
Mario Kart Wii were present. 


Popular shooters were also present 
in the form of Halo 3, and Gears of 
War 2. Music games like Rock Band, 
Guitar Hero, Samba De Amigo, 
Taito Drum Master, and Pump it Up 
were blasting their respective songs 
in the corners that they were in. 


Most indicative of the gamer credibi- 
lity of the people in charge of the 
gaming hall was the shoot'em ups 
that were present. Almost all of 
these shooters that were I’ve never 
heard of, with the exception of Sin 
and Punishment Star Successor 
(which | didn’t get the chance to 
play). 


A shooter on the Neo Geo that was 
released in 2002 known as Demon 
Front which is reminiscent of Metal 
Slug and is fun. This game was so 
much fun in fact that it wos comple- 
ted by my friends and I, twice. 


MARVELOUS 7 
RERACET 
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I've talked about the games in the 
gaming hall, but | haven't actually 
talked about the gamer hall itself. 
It's essentially a huge room that was 
filled with TV's and video games, 


However, the aforementioned TV's 
were gigantic and everywhere. If a 
game was currently having an 
online game, or a game was using 
split screen, or a fighting game they 
used a TV that was at least a 30 
inch. This requires a whole lot of 
cash, because there were so many 
games to play. 


Speaking of the people who run the 
conventions, who can forget the best 
part of attending the convention, 
the people? People truly love 
Otaku culture; I'm also one of these 
people. However, it takes someone 
on a whole different leuel to cosplay, 
as seriously as I've seen at Otahon. 


People were walking around in full 
mascot costumes in the summer, in a 
convention filled with literally 
thousands of people. There was 
Pedo Bear, and Domo stuck out to 
me as good costumes of popular 


characters. 


If you can name any video game or 
anime it had someone dressed up as 
one of those characters at this con- 
vention. However, there wasn't ano- 
ther game that had as many cospla- 
yers as Final Fantasy 13. 


My friend and I started a Lighting 
count on essentially the last day of 
the con, and we still counted eight 
Lightings. 


What made my day was the 
amount of Cave Story love that was 
present, even though it was just for 
the main character Quote, which | 
saw four of. 


Of course, you also have women 
walking around with little to no clo- 
thing getting attached by horny 
photographers who have to take at 
least ten pictures of them. 


| came expecting that become anno- 
ying, and to generally see a lot of 
skin so it didn't bother me much. 
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Last but certainly not least about 
the convention was the rave. To 
give you some bachground about 
me, this was my first rave. 


Also, | cannot dance to save my live, 
but | can certainly enjoy some great 
listening to some music, 


So, try to imagine my surprise when 
at the rave I not only was enjoying 

myself, but more importantly | was 
dancing... sort of at least. 


I don't know if this is how most raves 
are, but the music’s base was so 
powerful, I could literally feel the 
beat in my chest. 


The beat made me jump, jump and 
jump some more, and my feet 
where disappointed in my choice to 
jump, because my feet were killing 
me the next morning. 


I didn't just write this blog to taunt 
everyone who couldn't go to this 
convention who wanted to go, that 
would be distasteful. | wrote this to 
offer myself as a liaison, if you will, to 
the people who are in charge of hol- 
ding this convention every year. 


They don't object to the $65 and $75 
price of admission to the convention, 
but more importantly they don't 
object to the fun that people have 
at Otakon. For a weekend in the 
Baltimore Convention Center you 
don't have to worry about what 
others thinb of you. 





for there fellow Otaku. To quote the 
incredibly popular band The Beatles, 
“All you need is love, love is all you 
need”) 


You're among your own kind, and 
they're just here to have some fun. 
People who play games, like anime, 
seem “weird” among everyone else, 
and are enthusiasts of what they 
enjoy. 


As a result the convention becomes 
filled with happy people, full of love 


SERIES MEGA] RESET SAT 


- The Melancholy of F 


Hi there gis. Omegamario here, giving you the rundown of what happened when | watched a different anime for 
the first time. Todays look is at a anime which | came across by accident and that was 


The Melancholy of Haruhi Suzumiya. 





It occured when | was looking 
around Youtube finding stuff related 
to Phoenix Wright. In doing so | 
found a clip in which someone had 
replaced the backing music with 
Phoenix Wright music and had the 
episode part playing. 


So afterwards I decided to look upon 
Youtube to find any episodes and | 
did. Prior to that however | conduc- 
ted a little bit of research about the 
whole anime like when it started, 
how long it ran for and spin-offs to 
it. 


| found that apart from the series 
which ran for two seasons; there was 
a movie (The Disappearance of 
Haruhi Suzumiya), some video 
games, 2 ONAs (Original Net Ani- 
mation) called The Melancholy of 
Haruhi-chan Suzumiya and Nyorón 
Churuya-san. Of course as much 
animes: go, this was based on a 
source called a Light Novel. 


The original run of Haruhi Suzumiya 
on TV was from April 2nd to July 2nd 
during the year 2006 in Japan and 
wat licensed on TV by Madman En- 
tertainment in Australia and Bandai 
Entertainment for America and 
Canada broadcasts. 


Later in 2009 from April 3rd to Oc- 
tober 9th the series was re- 
broadcasted along with newer epis- 
odes which bumped the original 
series's 14 up to 28 with Bandai En- 
tertainment having the license to 
show the dubbed episodes once 
again in America and Canada. 


Haruhi Suzumiya is the titular cha- 
racter of this story. She is a God who 
has the power to alter her world 
when it gets her down, During the 
series she is always excited about 
doing new stuff like enter tourna- 
ments and do activities. 






Prior to forming the SOS Brigade she 
joined nearly euery club in the school 
but got bored too easily. 


So one day she wished for a Time 
Traveler, an Alien and an Esper to 
speak to her but no-one paid atten- 
tion. 


Day after day Kyon spoke to Haruhi 
and she then told him to follow her 
to a room where the SOS Brigade 
will be. 


A day passed and she found Mikuru 
who wanted to join up, Yuki was 
already there as part of the literacy 
club and Itsuki days later as the 
mysterious transfer student. 


She can be absolutely troublesome 
and will do whatever to get what 
she wants, she even forces the presi- 
dent to grope Mikuru and take 
photos so that she can get a compu- 
ter for the club. | must say that she's 


pretty awesome. 
— — 


*4 Haruhi the “God” crazy girl of 
the series, 
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In the series we have a cool bunch of characters and I'll give you a little insight to them all starting with Kyon 
Kyon 


He is just a normal guy who attends North High. However during one of 
his days at school he sees a new girl behind him and she will change his life 
forever. He is quite a sarcastic guy who mostly doesn't agree with 
euerything that Haruhi does, especially in the first few episodes when 
Haruhi is being abusive to Mikuru Asahina. He is also the narrator of the 
episodes and mostly shares his sarcasm and thoughts with the viewer. 





Mikuru Asahina 


Mikuru Asahina is a young but unconfident girl. In the first 
few episodes she is very embarrassed and shy towards 
people but during the series she starts to open up. Unfor- 
tunately for poor Miss Asahina, Haruhi keeps dressing her 
up in different costumes and even used her as a bargai- 
ning tool for a computer. 


However we learn that Mikuru is a Time Traveler sent to 
keep a eye on Haruhi and she is extremely more hotter as Á 
a adult. 





Yuki Nagato 


Really what can | say about Yuki, the silent ones are usually the 
secret cool ones. As you could see up on the God Knows music 
video she was the guitarist, well we have a little thing to say 
about that and she is in fact a artificial human created with the 
sole purpose of Reeping an eye on Haruhi. In the image she has 
glasses but as time went on she lost her glasses in a battle and 
Kyon (being flattering, different to his normal self) told her that 
she looked cuter without them and she didn't regenerate them. 
! Yuki has a lot of screen time on the ONA The Melancholy of 
Haruhi-Chan Suzumiya alongside Ryoko Asakura. 





Itsuki Koizumi 


Itsuki Koizumi joined in the SOS Brigade after Haruhi said 
that she wanted a "Mysterous Transfer Student" to join up. 
He is a esper who only has powers when in closed spaces. 
These closed spaces are caused when Haruhi is miserable, 
what's even worse about these spaces is that there are giant 
monsters destroying the area inside the space so Itsuki and 
the other espers have to stop it. Him and Kyon are always 
seen in the anime having a good ol' discussion or playing 
board games while Yuki is reading and Haruhi is planning 
something. His most memorable line comes later in the first 
series and | will not type it here because of spoilers. 





Well that's my look into the anime of Haruhi Suzumiya. Go and check it out on all known legal anime websites 
and look out for the DVDs in your local DVD sale stores. Also you can watch it on 
http://www.crunchyroll.com/haruhi (Thanks Kenshiro). | 





VATE- SETHEER DO 


WE HAVE ENTERED 
AN ENDLESS 
RECURSION OF 
TIME. 


» 


WE HAVE ENTERED 
AN ENPLESS 
RECURSION OF | 
TIME. | ] 


W-W-W-E HA-V-VE ENT-TER-RED 
A-N EN-N-NOLES-SS 
RECLI-LIR-SI-ON-N OF 
T-T-T-TIM-ME: 


NAGATO, QUIT 
MESSING WITH 
THE TIMELINE. 





Rants On: 
Problems With Anime 


ANIME 


Because in real life. Women won't dress and act like this. 


STRIP CLUB 


| guess you have never been to one. 





TF1?) 


Why Pay! Internets free and you don't have to share 
your girl(s) with a hundred other men! 
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Stuff that just make you say WTF? and believe it or not yes theres IS a lot of crazy stuff in Japan like panties vending 
machines, publicity that can be either funny, irrational or just wrong, either awesome or just scary cosplay in the middle of the 


city and much more. 


I'm not a very negative person, 
thus why | usually avoid making 
rants. In my time here on 
ScrewAttack, I've only really made 
three of them, and all of them so- 
mewhat pointless, | think we've all 
heard about Actvision and those 
random comedians on Comedy 
Central who tend to sell out (I'm 
honestly surprised that Tosh hept 
creative freedom), but there is one 
thing that constantly annoys me 
that | once brought up in one of 
these rants. 


Today, I'll be going over this in 
more detail. 


What am I talking about? I'm tal- 
king about how sexually suppres- 
sed Japan is and how anime and 
manga has become the main 
valve for all those issues. Somewhe- 
re along the line, Japan became 
really weird about sex, which stems 
somewhat from their lawful- 
neutral society. 


Law, duty to the family and the 
company and your government all 
still play large roles in Japanese 
culture, order always being à 
major part of the Japanese way of 
life. l'm not an expert, but someti- 
me after WWII, Japan became 
really uptight about sex, and their 
law heavy culture made it a pretty 
big issue. I think American influen- 
ce played a big part, but not even 
us over here are this suppressed 
over the subject, which is saying a 
lot. 


Anime and manga seems to be an 
outlet for all these issues, with 
hentai having some truly bizarre 
fetishes at work, 


It used to be that hentai and fan- 
service series were part of a small 
minority for anyone who wanted 
them could look for, but somehow 
this has changed. 


The 80s and 90s started the trend 
of OVAs, and these early ones used 
sex appeal in order to get more 
attention then they should. 


It was a tough market and hard to 
really get any attention, so offering 
something that wasn't in mains- 
tream made sense. 


Fast forward to the current age, 
and you'll be hard pressed to not 
see some random ecchi series on 
the shelves next to a box set of 
Baccano. 


Somewhere along the line, ecchi 
series became mainstream, along 
with many other things that seem 
to pollute most anime and manga 
today. 


The "90% of anything is crap” rule 
has neuer been more true than it is 
now in anime, and it annoys the 
living hell out of me. 


So what in particular annoys me? 
Well, many things. 


The weird publicity for some panties which must be fake but being japan this 


hind of panties must exists. 


FF ua i ARBES 





66 SCREWATACK MAGAZINE - SEPTEMBER 2010 

Run everyone, it's the moe blob! 

Now as some of you remember, I once did a study on 
moe back at the Internet Institute | started. | still 


stand-by the opinion on that the art style is cute and 
that | happen to like it. 


Moe has become a word that means many, many 
things, but l'm talking about the original art style of 
moe here, The basic idea is that you make a cute 
female character, or sometimes take something at 
random and turn it into a moe character, known better 


as Moe Anthropomorphism. 


So why does this bug me so much? Well, there are three 


main reasons. 


The first reason is that while moe is 
not meant to be a sexual thing, 
there are some sexually suppressed 
people out there who like the 
design a little too much. 


It's helped make a creepy industry 
of body pillows and dating sims 
that use the character types of 
moe and pretty much creep ever- 
yone out while destroying proper 
social behavior for those who buy 
these products. 


Reason number two is that moe 
personalities have become pretty 
standard character arc types 
nowadays, to the point of anno- 
yance when they start popping up 
in EVERY. SINGLE. SERIES. 


| know there were arc types before 
and all, but the amount inspired 
by moe are just everywhere, even 
in some of my favorite series. The 
most overused might be the Tsun- 
dere, a character type made po- 
pular by Asuka from EVA. 


It's pretty much that female who 
acts like a bitch until later, and 
that character is in pretty much 
every single shonen title made 
today. 


The last reason is that moe is ac- 
tually hurting the anime industry. 
How so? Well, moe is a pretty po- 
pular thing, right? it makes money 
for anime companies, thus why it's 
used everywhere.Moe actually 
appeals to a 
smaller set of 
consumers, 

but a very 
devoted base of 
them. They will 
buy anything moe Wi 

just because it's moe, ™ 

with the biggest examples being 
Haruhi Suzumyia's Endless Eight 
actually selling and K-ON being as 
big as it is without any actual 









V A> 







OE POI 





Oh yes, you are fucked. (Haruhi Suzumiya) 


clever writing or character depth. 
They don't represent the entire 
market, but anime companies 
thought they did after some massi- 
ve sales numbers for certain series. 
The entire market has become 
over-run with the moe 
blob, and any series 
with main-stream 
appeal that does 
well is whored out 

for all it has since 

it's the safer bet then trying to 

make another series. 


Why do you think Code Geass is 
getting a sequel after it's incredibly 
tight ending? 






= 
TS 


A superficial trait that heightens an 
interest in or affection for a character. 
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Ecchi/Fanservice: 


Oh dear god, we're gonna be here awhile. Now normally, I really 
don't have anything against fanservice. We anime fans happen 
to like it just like guys like seeing a hot chick in a movie. Nothing 
really wrong with it. 


In moderation. 


One problem that seems to haunt every comedy series nowadays 
(or even other genres, like action) is an overabundance of fanser- 
vice, The practice only works in moderation, or else all the panty 
and cleavage shots get very old very quick, even to the point of 
annoyance. 


Even my favorite anime Code Geass is guilty of this crime. | swear, 
if you had a drinking game for R2 where you take a shot whene- 
ver Kallen is in a suggestive position, you would be dead of alco- 
hol poisoning in about three episodes in. Granted, still safer than 
watching the Yu-Gi-Oh dub and taking a shot whenever a flas- 
hback is shown, but you get my point. 





Come on now! Even for anime, that's just overkill, 


It seems to be a massive selling It seems that two series have ma- season has horrible animation, boring 
point and just really makes it naged to do this, despite being so character designs and settings, boring 
harder to defend anime as a legiti- very horrible. Take Queen's Blade. and convoluted plot, terrible music, 
mate form of entertainment It's first season tries to hit up every painful writing and even bad fanser- 
media. single fetish at every scene and vice. It even fails as an ecchi, with all 

never stops flashing the parts of the the characters just looking strange 
However, then you have ecchi. woman body. 


These exist for fanservice, but not 

all of them are instantly bad. The It actually gets pretty disgusting 
best of them actually have plots, and very hard to watch ot all, 
character development and other even when you want to make fun 


things going on, such has badass of it. l'Il ignore the second season 
fights. They're pretty average at because | hear it's actually pretty 
their best, but it's still good fun. okay, but i don't plan on ever wat- 


ching it unless | actually get around 
The problem is a similar one that to finishing Ikki Tousen and doing 
moe anime actually has. Because a very negative review on it so | 
both moe and fanservice are selling can rip into it. 
points on their own and rather 
profitable ones, most of these series And speaking of Ikki Tousen, | ac- 





don't bother with the actual ani- tually consider it worse, At least 
mation budget or writing, phoning there is plot to Queen's Blade and 
it in and letting what everyone some good ideas for an ecchi at AND THAT SHIT GOT FOUR SEA- 


SONS, FOUR FUCKING SEA - sorry. 
We'll save that one for another 
day. There is one other thing this 
genre has done. It's completely 
taken over the comedy genre of 
anime, and it's ruined it pretty 
badly. 


came for be the only thing it has. work, but Ikki Tousen is the ulti- 
Needless to say, this has polluted mote form of laziness, The first 
the anime landscape quite a bit, 
and most of these series do rather 
poorly, as they should. 


You can't just expect to flash boobs 
and ass and get a shit load of 


money for it. Normally. My last issue would be with... 








Shota/Lolicon: 


Oh yeah, we all knew this was coming. Now before we 
have that argument over what lolicon is (I swear to god 
this is an actual argument), l'm talking about this defi- 
nition from Wikipedia: 
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Lolicon, also romanized as rorikon, is a Japanese port- 
manteau of the phrase "Lolita complex". In Japan, the 
term describes an attraction to underage girls, or an 
individual with such an attraction. Outside Japan, the 
term is less common and most often refers to a genre of 
manga and anime wherein childlike female characters 
are depicted in an erotic manner, The phrase is a refe- 





rence to Vladimir Nabokov's book Lolita, in which a 
middle-age man becomes sexually obsessed with a 
twelve-year-old girl. The equivalent term for attraction 
to (or art pertaining to erotic portrayal of) young boys 


is shotacon. 


Notice that the word cute is 
nowhere in there. Somehow, it's 
mistakenly thought that lolicon 
and shotacon is a style of art where 
kids are drawn cutely, when that's 
actually closer to the Western defi- 
nition of moe. That isn’t the defini- 
tion I'm talking about, I'm talking 
about the one above there. 


| absolutely despise both practices 
for reasons that really should need 
any real explanation to unders- 
tand. 


What really bugs me is what makes 
the last two problem: I brought up 
even more aggravoting, that being 
IT'S EVERYWHERE. 















Every comedy has the one loli cha- 
racter. So does every fanservice. 
And pretty much most series that 
get made nowadays. GOD DAMN 
IT, | DONT WANT TO SEE LITTLE 
GIRL'S PANTIES, STOP FLASHING 
THEM. 


I don't mind loli characters when 
they don't actually flash anything, 
though. At least the man behind 
Ikki Tousen was wise enough not to 
do thet (till later seasons). Howe- 
ver, that doesn't stop this from 
being a massive trend, even to the 
point both loli and shota have 
shows that exists for the sake of loli 
and shota fanservice or implied 
themes. 
Kuro****suji is a 
We cant Aaea 
Stop them! Arge gel EE 

Run for man/boy love un- 

your 
Poopers! dertones everywhe- 
re, Well, "love" isn't 

the right word with 
one of the main 
characters being a 
demon that the 
other main charac- 
ter sells his soul to. 
There are plenty of 
other problems with 
that series, but that 


LOLICON 


They're Not REAL Children. 





right there is why I'll never watch 
the series (at least till | want some- 
thing else to rant on). 


But then you have Strike Witches. | 
don't care what anyone says, | des- 
pise the existence of this series, and 
that hate is magnified because it 
has two seasons. In it's defense, it's 
not a bad anime. 


It has great production values 
behind it and an interesting idea 
with air travel. 


But it's name should be "LOOK, 
LITTLE GIRL'S PANTIES: THE 
ANIME." 


Never play a drinking game with 
this series whenever there is a 
panty shot. Remember what | said 
about dying in three episodes with 
that Code Geass drinking game? 
You'd die after one episode with 
this. 


| don't want to watch little girl's 
panties being flashed euery three 
seconds with very dry and basic 
plot, | haue better things to watch. 


But this thing is bound to get at 
least three more seasons, I'm sure. 
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While there still is a lot about anime and manga I love, 
these things just neuer seem to stop me from losing it. All 
| can say is thank god that series like Durarara still get 
made, 


So that's it. Got that off my chest, so rate... 
OH WAIT! 


| can only show the cover. Seriously, | think I'd get 
banned for some of the stuff in this. 


Now that I've brought all this up, | forgot to mention a 
little slice of madness | saw a few weeks ago from good 
old Nabeshin. It was his two episode OVA Puni Puni 
Poemy. It's actually relevant here because it actually 
comments on a lot of what I brought up here. 


It's a parody of the magical girl genre mixed with com- 
mentary of Japanese culture and what has resulted 
from all the sexual suppression. 


| wouldn't recommend most of you to watch, only the 
most hardcore anime fans, but it's worth a look just for 
how insane it is, yet with a lot to say about the culture 
of anime. It can all be summed up with one quote from 
the OVA: 





"Now this is culture!" 


Puni Puni Poemi can be considered one big Mind 
j F*ck, completely out of the radar, must be watched 
Said by an alien who's watching his friend "ravage' at your own risk, VOU. HAVE. BEEN. WARNED. 


some women. They don't show anything, but you will 
hate yourself for laughing at it. But not that line. At that line, you laugh because of the sudden realization of 
what this entire OVA was making fun of. | 





ANIME GIRLS 


Whats up with that girl in the top left corner?!? 





There has been a huge leak of images and informa- 
tion from European magazines regarding Batman: 
Arkham City. The leak is believed to have come from 
flickr user 1337guyzorz2. 
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But more important than the images, magazine 
PSM3 is quoted as saying "Multiplayer is a certainty, 
but no details on this yet". 


According to a post on fansite ArRhamCity.co.uk, de- | ' 
veloper Rocksteady has confirmed to PSM3 that AN + 
Batman: Arkham City will feature multiplayer. 

However, they did not mention how the multiplayer 


Rumor: Batman: Arkham City 
will work. to have multiplayer 


Anyone that has ever played a game on the Xbox 360 
that requires constant use of the d-pad can tell you 
how much that d-pad sucks. So it's nice to hear that 
Microsoft has finally decided to redesign its controller 
with a new d-pad. 


The new controller features a d-pad that can be 
raised slightly by twisting the top of the d-pad. It also 
features a different concave for the analog sticks and 
grey buttons. 


The redesigned controller will only be available with Microsoft updates the Xbox 360 
the Play & Charge hit on November 9 for $64.99 controller with a new d-pad 


Since overpriced collector's editions seem to be the rage 
these days, Disney Interactive has decided to release a 
CE for Tron: Evolution. 

Priced at $130, this version includes the game and a toy 
model Light Cycle with a display case. Ok, so let me get 
this straight; all you get for an additional $70 is a little 
toy that would not cost more than $20 in any toy store, 
while Activision is offering an RC car with a video 
camera for only $20 more. It's like game companies are 


having a competition to see who can offer the most Tron: Evolution gets a Collector's 
stupid and overpriced CE in the market. Edition and release date 





Yes my friend, good old Michael Pachter was right 
once again! 


Today Microsoft announced thot they will be raising 
the fees for Xbox Live in several countries. These coun- 
tries include the United States, United Kingdom, 
Canada and Mexico. How much extra money will you 
have to pay? Well, starting November 1, in the States 
the price for one month will be raised from $7.99 to 
$9.99, three months from $19.99 to $24.99, while your 
annual twelve month subscription will cost you $59.99 
(previously $49.99). 


In the UK, Canada and Mexico however, only the one 
month fee will be raised. One month will now cost you 
5.99GPB in the UK and $9.99CAD in Canada, and in 
Mexico 12 months will end up at 599 Pesos, 

Major Nelson explains: 


"Since launching Xbox LIVE in 2002 we haue continua- 
lly added more content and entertainment experien- 
ces for our members, while keeping the price the same. 
We're confident that when the new pricing takes 
effect, an Xbox LIVE Gold membership will continue to 
offer the best value in the industry. 


However, we do want to thank our loyal members 
and give you the opportunity to lock in your current 
price with an additional discount, so now would be a 
good time to renew your subscription." 


Several wallets all over the world have now tried to 

commit suicide after this tragic announcement, but all 
attempts have been stopped so far and most of them 
are now seeing a philologist to handle their depression 


Considering that the main appeal for Metal Gear 
Solid: Rising is slicing and dicing everything in sight 
with a sweet ass sword, many gamers were wonde- 
ring if it would even be possible to finish the game 
without even performing a single kill. Konami stated 
today at Gamescon that like in previous Metal Gear 
titles, it is possible to play through the entire game 
with killing a single person. Konami recommends sli- 
cing guns in two, chopping off hands and simply 
avoiding enemies, if you don't want digitized murder 
weighing down your soul. 


The question of why anyone would actually like to 
play the game this way still remains. | mean pacifism 
is for pussies. 
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Xbox Live price hike make wallets 
sad all over the world 


PORTAL 2X 
Valve announces Portal 2's 
release date at Gamescon 


When we last heard from folks over at 
Valve, we were told that the release of 
Portal 2 was delayed until 2011. Now we 


know that we won't have to wait too long 
into 2011 to pick up the game. 


Valve reps have revealed at Gamescon that 
the game will officially be hitting store shel- 
ves on February 9, 2011, 


In other Portal 2 news, the voice of Wheatley 
the robot will be provided by Stephen Mer- 
chant. Merchant was an actor on the British 
version of The Office, as well as a writer for 
both the American and British versions of the 
show. 


No kills needed in Metal Gear Solid: Rising 
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Bad news for PSP Go-owners coming right this way! The anti- 
cipated next entry in the Kingdom Hearts series, Birth by 
Sleep, will not be made available for Sony's digital-only hand- 
held. 


The news was recently confirmed by Square Enix after their PR 
firm stated that there are no plans to release the big hitter as 
a digital download. 


"Just found out that there unfortunately are no plans to relea- 
se KHBBS on PSP Go. If that changes, I will certainly let you 
know!” said the PR firm Ogilvy. 


So, Sony, how do you justify buying a PSP Go now instead of 
the 3000 model? When not only the games sometimes can be 
more expensive when buying them via PSN, but when big s à; = 
games like Kingdom Hearts don't even get released on the Kingdom Hearts: Birth By Slee 
PSP Go? is a "no-Go" 





New Halo: Reach trailer inspires hope 


As with every Halo game under the sun, Microsoft has released a series of live action trailers to promote 
Halo: Reach. Some of them where good, others... not so much. However, they have released another live 
action trailer and this one kicks major ass. It features Spartan 320, AKA Kat, trying to place a bomb inside 
a Covenant Assault Carrier. But she gets blasted by a Banshee before she can deliver the bomb. Then, who 
appear: to be Noble 6, (the character the player controls) picks up the bomb and flies away in a jet-pach. 


Most people here hnow that I'm a huge Halo fanboy so it's clear that I'm super excited for this game. Sept- 
ember 14 can't come soon enough. On a different note; what the hell is Reeping Microsoft from mahing a 
live action Halo movie? The quality in most of these live action trailers is great. There is a lot of potential 
here so | really hope someone makes it happen. 
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Sign up for The Bible Online strategy MMO 
What you read on the title is no typo; they really are 
making an MMO strategy game based on The Bible. 
Called, The Bible Online, the game allows players to 
"slip into the role of Abraham and his descendants 


and have the opportunity to reenact and witness the 
incidents of their times.” 





Players will take control of their own unique tribe as 
they are tasked with building a city and declaring 
holy war against the enemies of God. The developers 
have promised side quest, role-playing and more, 
but the player's final goal is to lead his band of crazy 
goat hilling murderers to the promise land. 


The game will be split into multiple chapters with 
The Heroes being the first one released. You can sign 
up for the beta here. 


And here | thought that developers had already 
learned their lesson about making games based on 
The Bible. In case you haven't seen AVGN's review of 
Bible games here's a quich rundown for you; games 
based on The Bible have always sucked. Oh well, | 
guess it can't be that bad as long as they don't force 
players to walk for 40 years in the desert. 


Resistance 3 gets a release date... 
hind of, no show at PAX 
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Sony announces two new P53 bundles 


Sony has announced that they will be releasing two 
new PS3 bundles this fall. 


The first bundle includes a 160 GB PS3 for $299.99, 
and is currently being shipped to retailers nationwi- 
de. 


The second bundle will hit store shelves on Septem- 
ber 19, coinciding with the launch of the PlayStation 
Move. This bundle includes a 320 GB P$3, one PlayS- 
tation Move controller, a PlayStation Eye camera, 
Sports Champions and a game demo disc for the 
price of $399.99. 


Personally, | think this is a good move from Sony's 
part. $299.99 is actually not a bad price to pay for a 
160 GB gaming console and blue-ray player. If you're 
interested in the Move however, the $399,99 bundle 
includes everything you will need to get you started, 
plus a hard drive double the size of the first bundle. 
Impressive, most impressive Sony. 


At Gamescon, Sony announced that they would be 
releasing a sequel to Insomniac's disappointing Resis- 
tance 2. We now finally haue a launch window for 
the game. According to a tweet from the developer, 
expect to get your hands on the game sometime 
during 2011. 


Although Insomniac will have a panel at PAX Prime 

next week, don't expect any new information about 

the game, The company will be focusing its panel on 

Ratchet & Clank: All4One, which is being handled by 
their North Carolina Studio. 


I just hope that the game is a major improvement 
over RE2. Resistance 2 wasn't a horrible game, it just 
wasn't on the level of quality that we have come to 
expect from Insomniac. The original Resistance was a 
great game though, so I still have hopes for the fran- 
chise, just don't let me down again, ok Insomniac? 
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Harmonix Respond to Rock Band 3 Leak 


GottGameShows uploaded their Gamescom video to YouTube which shows one of the Harmonix developers 
scrolling down Rock Band 3's setlist. With the help of HD, many Rock Band fanatic were able to decipher the 
small text and come up with most if not the complete setlist for the game well before the video was taken 
down (it has since been reposted). Well, Harmonix took upon them to respond to this massive leak of informa- 
tion. As you can see much like their previous tracklists, this one is also a wide variety of songs spanning many 


genres; and decades: 


Amy Winehouse - Rehab 

Anthrax — Caught In A Mosh 

At the Drive-In - One Armed Scissor 
Avenged Sevenfold — Beast and the Harlot 
B-521s — Rock Lobster 

The Beach Boys - Good Vibrations (Live) 
Big Country - In a Big Country 

Blondie — Heart of Glass 

Bob Marley & The Wailers — Get Up, Stand Up 
The Bronx — False Alarm 

Chicago - 25 or 6 to 4 

The Cure - Just Like Heaven 

David Bowie - Space Oddity 

Deep Purple - Smoke on the Water 

Def Leppard - Foolin' 

Devo - Whip It 

Dio — Rainbow in the Dark 

Dire Straits — Walk of Life 

Doobie Brothers - China Grove 

The Doors — Break On Through 

Dover — King George 

Echo and the Bunnymen - Killing Moon 
Elton John — Saturday Night’s Alright (For Fighting) 
Faith No More — Midlife Crisis 

Filter - Hey Man, Nice Shot 

Flaming Lips — Yoshimi Battles the Pink Robots Pt. 1 
Foreigner — Cold as Ice 

Golden Earring — Radar Love 

HIM - Killing Loneliness 

Huey Lewis and the News — The Power of Love 
Hypernova = Viva La Resistance 

Ida Maria -— Oh My God 

INXS = Need You Tonight 

J. Geils Band — Centerfold 

James Brown = I Got You (I Feel Good) 
Jane's Addiction — Been Caught Stealing 
Jimi Hendrix — Crosstown Traffic 

Joan Jett - | Love Rock and Roll 

John Lennon - Imagine 

Juanes — Me Enamora 

Lynyrd Skynyrd — Free Bird 

Manä — Oye Mi Amor 

Marilyn Manson — The Beautiful People 
Metric - Combat Baby 

The Muffs — Outer Space 


Night Ranger — Sister Christian 

Ozzy Osbourne - Crazy Train 

Paramore - Misery Business 

Phish — Llama 

Phoenix — Lasso 

The Police - Don't Stand $o Close To Me 

Poni Hocıx — Antibodies 

Pretty Girls Make Graves — Something Bigger, Some 
thing Brighter 

Primus - Jerry Was a Race Car Driver 

Queen - Bohemian Rhapsody 

Queens Of The Stone Age — No One Knows 

Rammstein — Du Hast 

The Ramones - | Wanna Be Sedated 

Raveonettes — Last Dance 

Rilo Kiley — Portions of Foxes 

Riverboat Gamblers - Don't Bury Me... I'm Still Not 

Dead 

Roxette - The Look 

Slipknot — Before | Forget 

Smash Mouth - Walkin’ on the Sun 

The Smiths - Stop Me If You've Heard This One Before 

The Sounds — Living in America 

Spacehog — In the Meantime 

Steve Miller Band — Fly Like An Eagle 

Stone Temple Pilots — Plush 

Swingin’ Utters — This Bastard's Life 

T.Rex — 20th Century Boy 

Tears for Fears - Everybody Wants to Rule the World 

Tegan and Sara - The Con 

Them Crooked Vultures - Dead End Friends 

Tokio Hotel - Humanoid 

Tom Petty and The Heartbreakers - | Need To Know 

The Vines — Get Free 

War = Low Rider 

Warren Zevon — Werewolves Of London 

The White Stripes — The Hardest Button to Button 

Whitesnake — Here | Go Again 

The Who - | Can See For Miles 

Yes — Roundabout 


Roch Band is due out October 26 for all major conso- 
les, but you already knew that. 











A incing Through Sunday” 
Alice Cooper - "No More Mr. Nice Guy" 
Alter Bridge — "Ties That Bind" 
Anberlin — "The Feel Good Drag" 
Anthrax — "Indians" 

Arch Enemy - "Nemesis" 

Atreyu — "Ravenous" 

Avenged Sevenfold =- "Bat Country" 
Bad Brains — "Re-Ignition (Live)" 
Band Of Skulls — "I Know What | Am" 
Black Sabbath — "Children Of The Grave" 

Blind Melon — "Tones Of Home" 

Blue Oyster Cult — "Burnin' For You" 

Bush — "Machinehead" 

Buzzcocks — "What Do | Get?" 

Children Of Bodom - "If Vou Want Peace... Prepare For 
War" 

Creedence Clearwater Revival — "Fortunate Son" 
The Cure — "Fascination Street" 

Deep Purple - "Burn" 

Def Leppard - "Pour Some Sugar On Me (Live)" 
Dethklok - "Bloodlines" 

The Dillinger Escape Plan — "Setting Fire To Sleeping 
Giants" 

Dire Straits - "Money For Nothing" 

DragonForce — "Fury of the Storm" 

Drowning Pool = "Bodies" 

Edgar Winter- "Free Ride" 

Fall Out Boy - "Dance, Dance" 

Five Finger Death Punch — "Hard To See" 

Flyleaf — "Again" 

Foo Fighters — "No Way Bach" 

Foreigner — "Feels Like The First Time" 


George Thorogood and The Destroyers — "Move It On Over 


(Live)" 

The Hives = "Tick Tick Boom" 

Interpol — "Slow Hands" 

Jane's Addiction — "Been Caught Stealing" 
Jethro Tull — "Aqualung" 

John 5 = "Black Widow Of La Porte" 

KISS — "Loue Gun" 

Linkin Park = "Bleed It Out" 

Lynyrd Skynyrd — "Call Me The Breeze (Live)" 
Megadeth — "Sudden Death" 

Megadeth - "Holy Wars... The Punishment Due” 
Megadeth - "This Day We Fight!" 

Metallica & Ozzy Osbourne — "Paranoid (Live)" 
Muse — "Uprising" 

My Chemical Romance - “I'm Not Okay (I Promise)" 






































Nine Inch Nails — "Wi 
The Offspring — "Self Esteem" 

Orianthi — "Suffocated" 

Pantera — "I'm Broken" 

Phoenix = "Lasso" 

Poison — "Unskinny Bop" 

Queen — "Bohemian Rhapsody" 
Queensryche — "Jet City Woman" 
Rammstein — "Waidmanns Heil" 

The Ramones — "Theme From Spiderman" 
Red Rider — "Lunatic Fringe" 

R.E.M. - "Losing My Religion" 

Rise Against — "Savior" 

The Rolling Stones — "Stray Cat Blues” 

The Runaways — "Cherry Bomb" 

Rush = "2112 Pt. 1 — Overture" 

Rush — "2112 Pt. 2 - The Temples Of Syrinx" 
Rush = "2112 Pt. 3 - Discovery" 

Rush — "2112 Pt. 4 — Presentation" 

Rush — "2112 Pt. 5 - Oracle: The Dream" 
Rush — "2112 Pt. 6 - Soliloquy” 

Rush = "2112 Pt. 7 - Grand Finale" 

RX Bandits — "It's Only Another Parsec..." 
Silversun Pickups = "There's No Secrets This Year" 
Slash featuring lan Astbury — "Ghost" 
Slayer = "Chemical Warfare" 

Slipknot — “Psychosocial” 

Snot - "Deadfall" 

Soundgarden — "Black Rain" 

Steve Vai — "Speeding" (Vault Version) 
Stone Temple Pilots — “Interstate Love Song" 
Strung Out - "Calling" 

Styx — "Renegade" 

Sum 41 - "Motivation" 

Tesla = "Modern Day Cowboy" 

Them Crooked Vultures — "Scumbag Blues" 
Third Eye Blind — "Graduate" 

Tom Petty/The Heartbreakers — "Listen To Her 
Heart" 

Twisted Sister — "We're Not Gonna Take It" 
The Vines = "Get Free" 

The White Stripes — "Seven Nation Army" 
ZZ Top - "Sharp Dressed Man (Live)" 


The game is due September 24 in the UK and Sept- 
ember 28 in North America for all major platforms. 
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We didn't get to see much in terms of new content 
from Nintendo during Gamescon but the industry 
giant did drop a ton of release dates, some of 
which are for some of their most highly anticipa- 
ted Wii and DS titles, 
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The list is as follows: 
Wii 


Metroid: Other M - Aug. 31 (Available now) 
Samurai Warriors 3 — Sept. 27 

Wii Party - Oct. 3 

Kirby's Epic Yarn — Oct. 17 

PokéPark Wii: Pikachu's Adventure — Nov. 1 
FlingSmash — Nov. 7 

Donkey Kong Country Returns — Nov. 21 
New Carnival Games — Sept. 21 

NBA Jam — Oct. 5 

Just Dance 2 - Oct. 12 

GoldenEye 007 - November 

Sonic Colors — Nov. 16 

Epic Mickey — Holiday 


DS 


Professor Layton and the Unwound Future — 
Sept. 12 

Pokémon Ranger: Guardian Signs — Oct. 4 

Art Academy — Oct. 25 

Mario vs. Donkey Kong: Mini-Land Mayhem! — 
Nov. 14 

Super Scribblenauts — October 

Final Fantasy: The 4 Heroes of Light — Oct. 5 
Rock Band 3 — Oct. 29 


WiiWare 
And Vet It Moves - Aug. 23 


Bit.Trip Fate — Fall 
Super Meat Boy — Holiday 


Nintendo drops a ton of release dates 














id's Rage will finally arrive in Sept. 2011 


For those of you who remember this story, developer 
id Software announced that they were going to be 
releasing à horror themed FPS called Rage, back at 
QuakeCon 2007. And we never spoke of it again 
(well besides at E3). Until now! 


id has finally given details about Rage's release, at 
this year's QuakeCon. The game will hit store shelves 
on September 13, 2011 in North America and it will be 
released two days later in Europe. 


Those who had the chance to catch a glimpse of the 
game at QuakeCon were quite pleased with it. So it 
looks like FPS fans may want to check this out when 
it is released in exactly 13 months from now. 


EA has finally given us a release date for Dragon Age 2. 


US fans can mark their calendars for March 8 and UK fans 
for March 11, 2011. The sequel to the 2009 fantasy epic 
RPG, Dragon Age Origins, Dragon Age 2 starts Hawke, 
who is described as "a penniless refugee who rises to power 
to become the single most important character in the 
world of Dragon Age." 


According to Bioware, "the way you play will write the 
story of how the world is changed forever,” which is not 
surprising considering that the game's story will last ten 
years of game time. 


Dragon Age 2 gets a release date 
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360/PS3 
The Sims 3 - Fast Lane Stuff 


DS 
DeathSpank: Thongs of Virtue 
360 







Serious Sam HD: 


| / = The Second Encounter 
“ 360 
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^ v ‚ DeathSpank: Thongs of Virtue 
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| er 
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Other Game Releases: M. 
Metroid: Other M - Wii - In Stores. i ps R 


House M.D - PC Sent. 13 - DS - 15 Sept. 

NHL Slapshot - Wii - 07 Sent. i 
R.U.S.E- PC/360/PS3 - 07 Sept. 
101in 1Sports Megamix - DS - 07 Sept. / 


Kingdom Hearts: Birth By Sleen s 60 c9... «Plants vs Zombies Professor Le 
rA ? Unwound Fu 

S Undisputed 2010 ph s " erates > Amnesia: The Dark Descent — os 

P d s , 1 

NHL T1 ©‘ br" Md EO vl | Dancet its Your Stage 

360/PS3 r AN Lj a LL 

Spider-Man: e HY PE a? 

Shattered Dimensions «3 tobi en abr 

P53/WIL/260/05 VLA d a ot d 

Kun Fu Raider 

PS3 

HAWK 2 

— Civilization LI 

Eye Pet 

PS3 

Dawn of Heroes * 

The Brave and The Bold 

The! FI 2010 





[_lConfirm[ Expected to he release I Not Confirm/Rum 


























Dead Rising 
PC/360/PS3 


Front Missio 
PC/360/PS3 

PSP 

Battle vs. Ch 
PC/360 

Fifa 11 
PC/Wii/360/PS3 
P53 

Wii/360/PS3 
Wil/360/PS3 


Cladun: This Is an RPG - PSP - 
Recettear - PC - 10 Sent. 

Gladiator Begins - PSP - 14 Se 
Flight Control HD -PS3-15 Se 
Lionheart: Kings' Crusade - d! 
Sonic Adventures - 360 (Arca 





Video Game Releases of the month 










yton and the Halo Reach 
360 


wii/PS2/PSP/DS 
The Lord of the Rings: 


Aragom's Quest 
Wii /DS/PS2/PS3/PSP 


Wii /DS/360/PS3 


Truth or Lies 
360/Wil/PS3 


Wil /PS2/PS3/PSP/360 
Swords 
wi 


PC 
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Release Dates from September 01, 2010. 
Game's release dates may change during the month. 


Horse Life Adventures - Wii/DS - 18 Sent. 
Zany Golf - Wii- 21 Sept. 





it. Family Party Fitness Fun - Wii - 21 Sept. 

nt John Daly's ProStroke Golf - PS3 - 28 Sent. 

‚-15 Sept. MySims SkyHeroes - Wii/DS/360/PS3 - 28 Sept. 

je) - 15 Sent. Rapala Pro Bass Fishing 2010 - Wii/DS/360/PS3 - 28 Sept. 
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Yer NE @aming Crossword JE 


g1 Hybrid Rain 


Rules are simple, fill the boxes with the right 
E answer. Can be 1, 2 or even 3 words (ex. Metal 
P Gear Solid), every answer is gaming or 














ScrewAttack related, whoever solves it first 
and sends me the answers will have his/her pic- 
ture here and will help me to make the next 
crossword, 


i 


— 


—- 117 2 

Pm | LIA LATI 

Al Ag A And if you fail, i can say to your face: 

EAN | we Z| [mw] YOU LOSE THE GAME! 
LA UL E [NM 

E WU Coo 
2 ~ 

+ 


up 


Chech the description of the blog for 
downloading this page. Good Luck! 



































ACROSS \ DOWN | oA {= 












1, Raised the price for Xbox Live. 2. 1s mot Sora, — 
4. METAL GEAR! 3. TWEET! A 
5, Spotted Dick! 5. IT'S TIME FOR HARD! NEWS!, oh Cheerios. 
9. BALLS ON YA FACE! BALLS ON YA FACE! BALLS 6. Most stressful Temple: 
ON VA FACE! 7. Looks like it's time to oil up! 
11. The cake is a lie! 8. Chad though of a game’ from there. 
12. Has no beard now. 10. Vou won't escape my spiky aquarium of doom! 
15. It's time to kick ass and chew bubble gum, and i'm 13. Brothers to the end. The End. 
all out of gum... 14. Took over 10 years to release!) 
16. The last thing a living dead would ever think to 17. We would love to see. him! beat. up his opponents 
fight. with his life bar... 
18. Will make you explode into coins. 19. Vou will never see him Pithout it's saWwesomeness= 
19. Remember where,all began. 21. Motion controls? pfff it's sooo 2006. 
20. He covers wars you Rnow? 
22. Chilly Dogs. - 


23. What's past is Prologue. 
24. I'm in a never ending quest to save my girlfriend! 
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You know the rules of the game, this time instead [ 
of video games we try to find WTF is, that-video.,So 


look around on ScrewAttack' and try to find«oüt 4 
from which video is this image, hard? maybe but 
fear not theres a little clue here: 4 
Just look for a clip of the week with jackets! 

v 














| The Message! DERP! 
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f L oet. put that Pokedex ability. we all got; 
except thisis not just.a pokemon so... oR'guess. who's 
- this character! 
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Anagrams are cool andiif we could, creates" 
anything we write it would be'so awesome 


but for,now,tell me what is the meaning of 
‘this message??? 
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One more year, one more awesome con- 
| vention. 
The ScrewAttack Gaming Convention held 
in Dallas, Texas in the Westin Hotel was 
l if another mind blowing event that many 
/ y enjoyed, veterans from last year's conven- 
Scr Ya 7| tion met again and even gl's from around 

















C, K the world came and had the best 72 hours 
of their lives. 
GAMING CONVENTION 
— 7 8 TM Cosplay, games, madness, Keith apicary, 
2 the ScrewAttack Staff, The AVGN, The 
Spoony Experiment, did i mention Keith 
Apicary? 












by I If you weren't there we hope to see you 
4 next year because every SCC is a first to 
everyone. 


gi Game Judge with (in order) Bryan, 
Jose and g1 Hybrid Rain 
This year we had a Dunk Tank were 
some ScrewAttack Staff and gt's use to 
pwned anyone to the water. 
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Staff and Fans really liRe to play along either with 
cosplay fans or just playing their sketches. 


Tommy the Tucan... death? 


Stuttering Craig enjoying other ponels, even has the 
time to say hi, what an awesome guy and gl 
ThelncredibleJeff with the man with he sexiest bald 
head in the world, Brentalfloss. 


84 SCREWATACK MAGAZINE - SEPTEMBER 2010 


Keith Apicary trying to get a date from the audience 
and you might never see Cammy wield a Buster 
sword in a Street Fighter game but in this convention, 
it's damn possible! 


One of the greatest openings of all time 
the staff from Metal Gear Ben decideds 
to do a great entrance in front of 
everyone. 





Angel Director of Awesome with two awesome cos 
plays, Cammy and Juri from Street Fighter (g1’s unk 
nown). 
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Metal Gear Ben dragging Ryan the Intern's body. 


It's gi's favorite crazy gt, Mr. Mallard cosplaying has... 
um... himself? awesome. 


gt Hybrid Rain with the one and only Marzgurl. 


This year's SGC brought a lot of cosplayers 
from around the country, from Soul 
Calibur to Street Fighter. 
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They might look alike but trust me this two 
will steal the show during the conventions, 
and who knows maybe add a kill to the floor. 


The Staff were a great help during the covention 
and is not just work, is fun work, even at midnight. 


— — >| 















es Conny 


— wi Vu ^ 
X 
E > 


Many random events always happen during the 
nights of the convention, stick around for a little bit 
and you might even have the chance to play with 
your favorite ScrewAttack member! 
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A SGC Is always about having fun for 72 hours and 
believe us, we wished it never ended. 


Chad and Maxifent Corey. 
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PEOPLE, I DO! 








Sir, 1 used too much fertilizer on ir, Ada intern just got 
some land I own, and it's tripled laid by offering the girl a 
Sega Genesis controller. 


what does it mean? 
















it's Time for 
Hard News! 





Why there's a 
parachute here 
instead of 
my hag? 


= 
re "Re, 
‚— m 2 howe, 
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I consider this one of the longest projects i've done so far, blogging 
and writing related obviously and bigger than the first magazine i 
did hack in 2009, if this is going to be a monthly work, i think i can 
pull it off... 














This page actually is on the works, i think i'll be using itto wrap up the whole 
month work and actually give credit to those who didn't make it to the mayga- 
zine. LOL i'm talking like if they died or something... speaking of which... 


Thanks to the following gf's who submitted their work but didn't make it to 
the cut: 


Corndog501, Shrapnelleader, Samus Aran, SpaceCatUlala, Mach Rider, 
WaterShocker Lee Duffy, Wexter, m3sach, Jikashi, Capcom, bluebhomber95, 
Latinogamer, SpellingPhailer, FSC-Refugee, pandaraph, seandx5, PickPikmin, 
diamonddigger870. 


I think thats about it. 


I don't know why but there where a lot of top 10's that had sexy girls on it... come to think about it 
we nee a sexy girl for this part... 


ok ok i know is a lame excuse to just put boobs... heres some- 
thing for the giris: 


Talking too much? who knows maybe you are reading my mind... Anyway i hope you enjoyed 
this first issue, next month is October so you know what it means? it means Halloween, 
ghosts, blood, spooky persons and apples with razors, thats the halloween spirit! so i'll see 
you guys next issue and keep blogging! 
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